BRIGHTEST & BESTEST C64 MAG IN THE WORLD! 
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THE ACTION RE PL A Y MK VI 
WILL. LOAD A 200 BLOCK 
PROGRAM IN UNDER 6 SEC 

IFUL, 

PACKED UTILfTY CARTRI pi 

• TURBO LOADER • Load 202 block program in 
under 6 seconds - world's tastest disk serial loader 
On-board RAM and ROM achieves high loading' 
speeds. Works with 1541/157l/Oceanic/Jfi6l. 

• INFINITE LIVES GENERATOR - Automatic Infinite 
lives!! Very easy to use, works with many programs. 
No user knowledge required^/ 

• PROF MACHINE CODtlilONITOR - Full 64K 
Freezer Monitor - examine ALL memory, Including 
stack, I/O area and registers in their frozen state. 
Ideal for de-bugging or just for fun! 

• SPRpexONTROL - Freeze the action and view the 
sprites - watch the animation - customise your games - 

sprite collisions. 

FREEZER FACILITY - Now you can make your old 
slow loading programs load faster. Simply freeze the 
action and save to tape or disk to reload at superfast 
speed - no more waiting for programs to load. 

• DISK COPY - Easy to use disk/file copier. Much 
faster than conventional methods. Ideal for backing 
up data disks. 



TAPE TURBO • This feature will add Turbo 
Reload to the programs that you save to tape - no 
user knowledge required. / 

• FAST FORMAT - Format an entit* disk in about 
10 seconds - no more messing about. 

• PRINTER DUMP - Print out y*ur frozen screen to 
printer - MPS 801, 803, Epson, jRar, etc. • very 
versatile. 

• CENTRONICS INTERFACE - For parallel printers. 
Star, Epson, etc. Print ouMistlngs with graphic 
characters etc. (Cable required for parallel port 

£12.99). X 

• SCREEN EDITOR yNow you can edit the entire 
frozen screen with this text editor - change names on 
high scores, etc. Great fun!! 

• EXTENDED TOOLKIT - Many single stroke 
commands for U'oad, Save, Oir, etc. Plus range of 
extra commands, I.e. Auto Number, Old, Delete, 
Merge, Append, Linesave, etc. 



I 



GRAPHICS SUPPORT UTILITIES DISK 

SLIDE SHOW - View your favourite screens In a slide show type 

display 

BLOW UP - Unique utility allows you to take any part of a picture 

A "blow H up" to full screen size 
SPRITE EDITOR - A complete sprite editor helps you to create or 

edit sprites 

MESSAGE MAKER - Any screen captured with Action Replay or 
created with a graphics package can be turned into a scrolling 

screen message with music 




ONLY £9.99 



THE REVIEWERS SAID... 

"I'm stunned, amazed and totally impressed. This is easily the 
best value for money cartridge, THE CARTRIDGE KINGV 

COMMODORE DISK USER 
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INTERNATIONAL 
ICE HOCKEY 



Wear a hockey mask and become Jason Voorhees 
with this great ice hockey game, but not on Friday 
13th. 



ELVIRA 



Would you like to be Elvira's boyfriend? Now you 
can, thanks to Flair. Explore and have fun! 
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THE COOL CROC 
TWINS 

Join our reptilian Casanovas as they try to win the 
hand of the fair Daisy (scary skin, yellow fangs and 
all). 





BIG 
GAME 
FISHING 

'Reely' exciting stuff as you struggle 
to catch huge fish in the South Seas 

lOOO 
MIGLIA 

You what? It's actually 
Italian for '1000 
Miles', the distance 
you travel in your 
vintage racing 
car. 



I OOO Migli 
Big Game Fishing 
Combat Pack #3 
Cool Croc Twins 
Creatures fSM) 
Elvira 2 (S) 
Flimbo's Quest 
International Ice 
Hockey 

Mot 

Narco Polite 
Psycho's Soccer 
Selection 
Super Monaco CP 
Total Recall 



SO 



12 
42 

SB 
44 
41 

57 
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tvm to poo/e 6. 

t 11 II 1 * " y0U re a hun 9 rv li,t,e 
\_JU — 1 beggar with a taste for 

excellent C64 games, our TWO 

Megatapes are for you. Six sizzling games and two top demo's are on offer this 

month, it even stopped Tape Worm in his tracks as he munched his way throuqh a 

nice juicy liver (bleuurgh!). Check out this month... 

' if CP *° mn,an< ' ~ Now y° u ,DO can dr,v e a jeep very fast through enemy fire 
Time Tr«x — Become a time-travelling dude with this excellent Bug Byte game. 
Hagar - The Skol-drinking. Sun-reading Viking's here. Lock up your CS4. 

• Creator** 2 — Clyde Radcliffe's back, and this time he's takinq no prisoners 
(so there). 

• Vieris — The ghost of Tetris returns in this hair-tearingly good 
puzzle game. 

• I* Adventure 2 — The second part of 

a most excellent adventure, but watnh mil al^ 
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Virtual Reality is big business 
Mm these days, but H you could 
I M create your own world, who or 
r f what would be In It? Would 
* you go for a futuristic scone? A 
medieval castle? A Conan The 



adventure? Of 
landscape? An* 
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★ How much!? Okay. okay, so 
we've taken the plunge and 
increased the cover price. Again. But 
the very fact that you're reading this 
proves that you. at least, have 
decided £2.95 isn't beyond the 
bounds of reason. 

So what are you getting lor your 
(extra) money? And what are the 
r tools who have passed us 
month missing out on? Well, 
ofl (and to slate the obvious), you're 
ng an extra megatape. But this 
planned as a one-oft. Readers 
this hallowed tome can expect doub 
megatape fun EVERY MONTH! 
We're gonna cram those muthas wit 
every decent game. demo, adventur 
and whatever we can lay out hands 
on., so don't touch that dial! 

A less obvious advantage, but 
equally important in the grand design, 
is the tact that each and every tape 
will now be duplicated by a company 
called Ablex. Experts in their 
magnetic field, Ablex are responsible 
for producing C64 games lor big 
software houses such as Ocean, US 
Gold. Gremlin, CodeMasters, Kixx, 
Core Design and yes, you guessed it. 
many many more! No more irate 
readers ringing up bemoaning the 
factt that their cover-cassettes 'just will 
not bloody load' Oh happy days are 
here... at last! 

And, as if you hadn't noticed, we're 
also BIGGER. A whole two 
cemlimetres per page bigger, to be 
exact Flashy? Sure! But if it allows 
us lo include larger, more detailed 
screen-shot maps, then we reckon it's 
worth it. Besides, il you keep a 
careful eye on the competition you'll 
discover that our £2.95 is but a small 
price to pay (dig, dig!). 

So, until next month, Happy 
Zappln', 



I 
I 

l 



Steve Shields (Editor) 
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A whole work). Invented by 
me? Easy. First oft It would 
look exactly like an editorial 
office, resplendent with state- 
of-the-art desk-lop publishing 
equipment and a complete 
absence of 'No Smoking' signs I'd 
have it populated with staff writers who subbed 
And proofed their own copy perfectly — every 
time! — and there'd be a private car-parking 
space nght outside the door with my name on It... 
and my car In K1 (A souped-up Skoda, of course). 
Other than that, it would have to be an exact 
facsimile of Koh Phan-gan Island, off Thailand's 
East coast. Bliss! 



I'd like a VR world where you 
could eat plates of chips, 
cream cakes, pork 
sausages, crisps, lardy cake 
and lard without ever getting the 
teensy-weensiesl bit fat. It may sound like a 
dream, but in the future I reckon everyone will 
enjoy their own private VR world, where they 
can live out their wildest fantasies without 
having to suffer any painful consequences. 
Fancy a bit of murder? No problem Committing 
perverted acts with all manner of humans, 
beasts and objects'? Easy, and you won't catch 
any nasty diseases either, Just think, there'll be 
no more real crime — only virtual. And let's be 
honest, most people would want to enjoy such 
evil pursuits It they could gel away with it 
Frightening, isn't it? Nan! 
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MARK CASWELL — 
ln-Br{od) 

I love science-fiction movies, so 
l guess I'd have to say 
something along the lines of the 
| film Blade Runner. I'll be a 
futuristic, hard-assed mercenary 
(with a tough name like Rock Granite) tor hire, 
after a psychotic killer. Of course I'd be carrying 
loads of lovely BIG guns, and have to rescue a 
green-eyed, red-haired hostage (female, il 
possible) from said psycho. My second choice of 
Virtual Reality would be to have just the green- 
eyed, red-haired woman... 




StaJn(od) 
Phil, If you really think 
personal VR machines would 
eliminate crime you're two 
sandwiches short of a picnic 
(and missing the hamper, loo), 
lt'd be a disaster — the distinction between 
fantasy and reality would be so blurred no one 
would know whether they're shooting terrorists 
or killing ihe postman! You'd scon* virtual food 
with a virtual taste, not realising you're starving 
to death. Perverts would spend so much time 
carrying out sickoning acts of simulated sex and 
virtual violence they'd be a danger to women, 
children and sheep even with the helmet off. 
ArvJ what if your virtual self took off his virtual 
helmm in the virtual world? You'll think you're in 
the real world when you're not, and, and, and... 
Oh no, where are all these cheeses coming 
from? 

It must be that flying teapot, the one with the 
yellow polka dot curtains and wall to wall 
carpeting, with the frehtr htrbvr ehrehr egewg... 
(After a fierce struggle, we finally managed to 
pull his helmet off. We'll let you know if he 
recovers — Ed) 



MARK KMMDRtCK 
— Cordon Shfed) 
I reckon that we're all living 
In a virtual fantasy already, 
coz I can't seriously believe 
that life is so amazingly brill! I 
can walk into the ZZAP! office, cut 
off Phil's head with a meat cleaver and steal 
his pork pie without him batting an eyelid! 
Mind you the blood and stuff don't art seem 
reall So do the Police dragging me away to 
some dingy Virtual prison with very lifelike 
dodgy inmates! Sorry, Phil, I didn't mean it! No! 
Get that very realistic baseball bal away from 
me! Agggah! Splat! 
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Whoopie, two tapes! TWO TAPES! I'm so excited, I could... 
(you could get on with it — Ed) 

This month we've got even more cracking games than usual! 
There's Time Trax and Jeep Command from Grandslam, 
Supersoft's cholesterol caper Burger Chase (one of Fatty Phil's fave's!), 
second part of the epic LA Adventure, and some really great PD games! 
There's Vioris, a Tern's clone that wee-wees all over the official version fr 
a very great height, and SnaKk-Man, a superb Pac-Man-inspired opus. An 
you're looking for a buying recommendation, check out our brillo demos < 
Creatures 2 and Hagar The Horrible. And to think we've got two tapes e 
month — stick with ZZAP! 



LAV i^lS 0RE 



HAOAR 
DEMO 

DMI Designs 

Wsll Itoat my lor 
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JEEP COMMAND 

Grandslam Video 

Can you make it back to base through 
uncharted enemy territory? Your vehicle's 
up to it, but are you? The techs have certainly 
done you proud — a jeep that can leap Into the 
air isn't to be sniffed at. With front and rear- 
mounted guns, if you fail to blast enemy 
grenades and mega-bombs you'll die horribly. 
Use the ramps to travel on the upper platforms. 
Beware the big cavern — avoid the roof and 
grenades at all costs. 

You begin with five jeeps, a bonus vehicle 
awarded on completion of each colour 
command section. When you die you restart at 
the beginning of the level. If your score reaches 
50.000 you can restart the entire game on the 
level you died on. 
CONTROL — Slap that joystick in port 1 1 



VAfell float my longboat, if it 
Ww isn't that Scandinavian lard- 
bucket Hagar. making his C64 
I debut in an all-aclion, np-roaring 
platform collect-'em-up 1 The full 
, version will feature no less than 
eight exciting levels, and we've got 
the whole of Level One iust for 
youl 

Hagar is not a happy chappy. 
Sailing the seven seas m search of 
adventure, gold and lots at 
j mindless violence isn't the easiest 
of jobs, especially now his least 
■■■■■^■■m favourite battleaxe (his wife. 
Heiga) is demanding all sorts of goodies! You'll 
need all your wits about you. there are numerous 
nasties determined to stop you in your tracks! 

To get into Level One (and if you re playing the 
demo, that's all you can do}, steer Hagar s 



longboat to the island on its immediate left and 
press Tire'. If you want to sail to any of the other 
islands, buy the game! As well as the normal 
loystick controls you can activate special weapon; 
using the function keys: 
F6 — Knife 
F7 — Spear 
F8 - Axe 
F9 - Fireball 

Fl 0 — Magic Potion (smart bomb) 

These goodies can be bought m the shop, or in 
some cases picked up off the floor (That was 
careless of somebody, wasn't it?). 

To complete the level you'll need all lour object 
specified by Helga. It ain't easy, but lite never is' 




TIME TRAX 

Grandslam Video 

It's post holocaust and the game starts in your 
cozy cellar. The most powerful eight mmds in 
creation have had their key belongings stolen by 
the Evil One and placed in time. As they searche 
they opened the time portals and the dark ones 
are pouring into the Earth's history. You must fine 
the items return them, and shut the portal by 
lining up the correct four tiles and casting a spell. 

Controls 

Use the joystick to control your hero 

• Fire and up — Move through a door. 

• Fire and down — Options mode. 
Each leap reduces energy. 
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Options Mode 

Joystick to change options, fire to select. 
FLIP — Changes option list 
LOOK — Search tor htdden Hems. 
HOLD — Pause. 
BACK — Unpause, 

QUIT — The obvious! 

CAST — You must have two or more tiles. 
Joystick left and right to select tiles, if the 
combination creates a spell it appears in the menu 
window. Select YES to cast (you lose the spell). 

R — Leave opt»ns mode. 

DROP — Use joystick to select item. Rre drops 

it. 



BURGER CHASE 

Supers off 

Don't you just hate games that look 
better than they play"* Snazzy 
graphics, stunning animation, but less 
payability than a Ludo set with hall the 
counters missing! Well Bui ger Chase is 
different — it looks like an accident in a 
sewage farm but plays really well Every 
month our mailbag is full of letters saying 
gaimplae rools graffix OK" (not all are as 
well written, of course), so if we get scores 
of comolamts about Fit irnpr Cham* wp'II 



SWAP — Status light GREEN means m use. 
TEST — You need four or more RUNE tiles to try 
this. Joystick UP and fire to select combination. 
When fourth tile selected the eye display indicates 
nearness to the Cosmic Pattern and finishing the 
game Eye closed — one tile out. Half open — one 
tile in wrong position Fully open — one tile in 
correct position. 

Useful Tock 

• ENIROY — Gained by drinking potion and 
Restore spell, lost by leaping and contact with 
creatures. 

• WEAPONS — Certain weapons only operate 
in specific time zones. Shots remaining are 
displayed in the ammo box Select IN USE lo load 
or fire. DROPping weapon unloads it To load, 
make weapon IN USE and TAKE ammo. 




know you were lyingl 

Set in an indigeslion-inducing buiger 
bar, Freddy the Chef must keep the 
punters supplied with grease burgers. 

Easy, eh? Well it would be if the ingredients weren't scattered across umpleen floors, with mutant 

sausages malevolent eggs and monstrous pickles after him' 

Walking over a burger btl will dislodge it. making it fall to the platform below and dislodge the 

mgiedient on that level. Knock em all onto the plate and the burger is complete Falling lood will bash 

any baddies daft enough to get caught underneath, and if it has a baddie on it when n falls, it'll fall TWO 

platforms! If you're really stuck, spray 'em with a squirt of pepper — you've only got a limited supply so 

be careful — although extra pepper blasts can be collected). 

Plug your joystick in port t or use the keys W-A-D-Z, with H to fire Pause and restart the game 
using F5 
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• SCROLLS — To use a scroll or potion, SWAP 
when IN USE light is green Ten are available, 
each of which holds two tile combinations. Tiles 
appear m visual display. Cannot cast spell unless 
H^^^^HB you own the tiles. 

• POTION — Restores some 
energy 

j I • CHESTS - Three chests, each 
.* -'I I] needs a key. Have key IN USE to 
. LOOK. TAKE or DROP items. 

• RUNE TILES — 15 in all. you 




can carry only ten. 

• CHARACTER ITEMS — There are eight rtems. 
each belonging to one of the minds. Dagger, book, 
helmet, clay doll, skull, map. emerald scarab, battle 
axe 

Spells 

WARP ■ Move ahead/back one time zone. 
TIM ESTOP — Freezes time for all except the 
player. 

REVEAL — Cast in front of a chest lo show 



A CUT BELOW THE REST! 

Who brings you the best cover-mounted cassettes in the Universe? We dol But i 
order to keep the cover price down weVe had to cut comers— and here's your 
chance to join in by cutting the comer off this page and splitting it into a couple of 
corking cassette inlays! Of course, you'll have nick the tape boxes from your sister's 
Jason Donovan tapes. . no great loss, though, eh? Oh. and on the back you'll find a 
handy space where you can fill in the tape counter numbers to make re-loading your 
fave games easier. Are we good to you or whatt? 
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ljtfhadayamean you don't know what to do? 
W Aintcha ever played a fef/is-style game 
belona? Oh, all right... 

Worts is based on tie classic puzzler Irom the 
Soviet Union. As a game concept it couldn't be 
simpler — rotate the falling blocks using the fire 
button (each time you press it the descending 
block turns 90 degrees), and steer them left and 
right with the joystick, pulling down to make 
them fall faster. The aim ol the game Is to fit the 
pieces together without leaving any gaps. 
Complete horizontal rows disappear, piling up 
points and allowing anything resting on them to 
fall. Be warned though — if your pile reaches the lop 

The 'official' C64 conversion was about as smooth 



zri tm tines cm TZT 
r*- r — umus— r i 
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ot the screen, you've had it' 
as Phil King's chin (both of 'em), the falling 
doobries being terrifically tricky to 
control. PD tribute Worts is a much 
better game — not only is the basic 
gameplay much improved, but it 
also has a simultaneous TWO- 
PLAYER OPTION! Amazing! 
Unbelievable! Astou... (OKTapie. 
we get the idea — Ed.) 

Full instructions appear on the 
title screen, so I won't bore you with 
'em now — just load it, read 
screen 'struccies and PLAY! 



J 
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contents, or at a character to reveal his 
possessions 

RESTORE — Same as potion 

OPEN — II in fronl of chest, can LOOK. TAKE 

and DROP in option mode 

CHARM — If in a meeting can charm while 

trading. Broken by going AWAY. 

BANISH — Banish all creatures for about 30 

seconds. 

CHARGE — Reloads weapon in USE. 
ORACLE — Shows one of four tiles in the 
cosmic pattern. Cannot be taken. 



Meeting 

' Face appears on screen on meeting 
■ a great mind. Always in option mode, 

■ n ■ M\ can. 

AWAY — Leave meeting. 

CAST and SWAP — See options mode 

KEEP — Do not exchange. 

DEAL — Exchange items (if you have space). 

DROP — Offer to character. If characler wants it. 

will offer exchange. 

The Portals 

Last about seven seconds. A portal appears in nme 
every ten seconds. You only see ones on your 
screen. They follow a fixed schedule every ten 
minutes. You should map these. Make a cosmic co- 
ordinates using the game clock. 




CREATURES 2 
DEMO 

• This is the 
big one — 
Thalamus' 
97% corker! 

v IORIS LA ADVENTURE 

• Superb PD puzzler! • Classic Californian head- 
v^^^^^^^^vv scratched 

I^^^Hl SNACK MAN 

I • Another 

I great PD 
I classic! 





Time Zones 
ZONE 

Wilderness 

Holocaust 
Gothic 

Dark Ages 

Golden Age 

Ice Age 



YEAR 

2100AD 

2000AD 
I300AD 

100AD 

5000BC 

10.0O0BC 



Dawn of Man 50.000BC 



MIND PRESENT 

Laser Sky the 
Sand Rat 
None 

Prof Waltz Black. Flay 
the Ghoul 

Bella the Witch Drew 

the Hermit 

Ra Sheaisa the High 

Pnestess 

Stone Eye the 

Necromancer 

Grunl the Barbanan 



Ratings 

Nine grades depending on the portion of the 
cosmic pattern decoded, number of items 
returned to great minds, number ot spells cast, 
and number of flying creatures destroyed. Ftre - 
new game. 

Item Replacement 

Rune tiles lost through spell casting ana items 
DROPPED are redistnbuted in time and space 
(unless you are in a meeting). 



LOADING INSTRUCTIONS 

Follow the loading instructions In your C64 manual Lost your manual 

Hit SHIFT & RUN/STOP, and prsss ptoy 

DODGY DUPLICATION? 

II your Mega tape ain't <*p io scratch, send tl to: ADiex Audio Video Ltd, 

Hdtestetd 14, Telford, ShropsNre TFT 4QD. 

Don'! send tt back to . w— no really, DO NT SEND IT BACK TO US, and (or the 
third time ol asking. DON'T SEND TT BACK TO US1IIII We don't keep spare 
Megatapes here at ZZAVPI Towers, so all we'll do Is send them on to Ablex anywayt 




HAGAR DEMO 

• Perilous platformer 
from DMI " 



TRAX 

• High-speed 
historical hell 
— will you 
survive? 




BURGER CHASE 

• Don't laugh, give it a go — 
if s funl 



TAPE 
INFO 

Jeep 
Command 

000 



Hagar Demo 



Time Trax 



Burger Chase 



_ _ ADING INSTRU 

Follow trv* loading instructions in yoof C6* manual Lo*l your manual? No pr 
Hit SHIFT ft RUN/STOP, and press play 

DODGY DUPLICATION? 

your Megatape ami up fo scratch, send It to: Ablex Audio Video Ltd. Harvourt, 
Hates/teW 14, Taiford, Shropshire TF74QD 

Don't send it back to us - no realty. DONT SEND IT BACK TO US, and (Of the 
third time of asking, DON'T HND IT BACK TO UStllll We don't keep spare 
Megatapes here at ZZAPI Towers, so all we'll do ts send them on to AWex anywayl 
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SNACK 
MAN 



A 



Public Domain 

Another epic PD 
game, ihis one 
should require no 
introduction (or game 
tnstructions). out |ust in 
case you've spent tne 
last 12 years playing 
tiddlywmksin Bognor Regis, gameplay is as 
follows 

You contiol a yellow bloPPie thing (NOT Phil) 
that looks more like half a tennis bail than a 
computer gjme hero Your task is to rip round 
the maze gobbling the dots, and avoiding those 
bnck-iike ccntraptions that nome in on you — 
they're the ghosts' Contact with a spook is fatal, 
but scoffing a power pill makes them temporarily 
vulnerable, allowing you to get your own back 
and munch them 1 

Tasty fruity titbits make an occasional 
appearance, and are worth points aplenty 
Enjoy* 
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month we>e 
looking to* oads 
and roods Ot 
•oaders games 
i Don't get too 
excited — they II 
have to be Woody 
good, 'coz we're 
no: padding them 
o«: with rubbish! V 
you think you've 
go! what it lakes, 
tii n the encloseo 
coupon and send n 
I «n. Don't lorqet ihe 
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Thalamus turop* XV 

hoop»e, a demo from one of 
Ihe hKjhest-sconng games everl 
Creatures 2 bagged an astounding 97** way 
back tn Issue 81. but its release was severely 



LA ADVENTURE 
Pari 2 

William Qvinn 

Get through Part One. okay? No? Well you 
won't have much luck with Part Two thenl 
It you were daft enough to miss last month's 
ZZAP!. Part One saw you sucked inside your 
faithful C64, plunging headlong into your latest 
game, the LA Adventure. Your task is to. . . no, 
on second thoughts that's for you to find out If 
you didn't get the passcode from Part One, it's 
MIA2435AD3. Have a not! 



les ever' i ' wawjwat 
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\\ If you've written a fun game and want to make your 

fortune, sling the tape and rob a bank! If you'll settle 

for some decent dosh and a place on one of the 

world-famous ZZAP! Megatapes, fill in the form and 
send It In. 



Name 



IIIIIIMtlllililni*! IHIItltltlMVIIII 



Postcode................. ......................... .................. 

Telephone (daytime) 

THle Of Game 

Utility Used <W any) ., 

IMPORTANT 

Please sign this declaration: 

This program is submitted for publication by ZZAPI. It is wholly my/our own work and lAve agree 
to indemnify Europress Impact Ltd against any possible legal action should copyright problems 
arise. This game is not being considered for publication by any other magazine or software 
house, and lAve will let you know in writing in the event of this happening. 



Wfjnad , 

DwrtwJ MllltMltlllltMlli 



imber we will NOT consider your game H yew do not enclose this 
coupon (or m photocopy)! 

Send the game and coupon to: EuroPress Impact, ZZAP! MEGASTAR AUDITIONS. The Case 
Mill s, Ludlow, Shropshire SYS 1JW. We'll treat your game with respect before sending it back, but 
' should remember that things do get lost in the post so KEEP A BACK-UP copy for yourself, 
\P\ cannot be held responsible for the loss or damage of submitted programs. 



J 



I f you need a solution, bung an SAE to 
I LA ADVENTURE JOBBlE. ZZAP' 
Europress Impact. Ludlow. Shropshire. 
SY8 UW. Don't forget that SAE, buddy, 
or your setter will be gracing the inside ot 
our wasie-bm before you can say 'Have a 
nice day!!' 
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CHARTS 

PENGUIN 




COMPILED BY 

(GALLUP 



SPONSORED BY 
PENGUIN BISCUITS 



COMMODORE 

'PACK' IT IN 

Alter releasing the Terminator 2 pack 
without a datacoider. news of a 
forthcoming C64 package won't exactly have us 
on the edge of our seats. Imagine all those 
TSars tearing away the Christmas paper, 
expecting a whole new world of cra2y 
Commodore capers to open belore them, only 
to find that unless they spent £30 on an interior 
foreign datacorder they'd be choosing from a 
(cartridge) software base of about a dozen 
games! So will Commodore repeat this fiasco? 
No, this one looks like a winner — honest! 

Due to hit the mall-order market In a couple 
of weeks, the new C64 outfit still doesn't have a 
datacorder but does have a super-quick 1541 
disk drive Oust the thing lor playing Elvira 2!), 
and costs a mere £149 a throw! Not bad when 
you consider a 1541 will knock you back a cool 
£135 on Its own. 

On the software front, it's advertised as 
coming with two Ocean games; The Addams 
Family, which we could do without, and the 
mysterious Parasol Stars, which we could do 
WITHI If you've read last month's STUFF you'll 
know Parasol Stars was shelved 'coz the 
programmer had his code pinched — so what 
gives? Did they catchi the rotten robber? Did he 
rewrite the game in double-quick time? Maybe 
he found a spare copiy In his sock drawer! 
Confused as hell, we called to ask what 
happened. 'Er... dunino,' said an Ocean 
spokesman. So, stilt mone the wiser. Hmphl 



INDY DOG-HOUSE 
(AGAIN!) 

^fcemember the great Indiana Jones poster 
Kwe gave away with Issue 86? Well it 
snould've contained fa copyright, trademark and 
logo doobrie-wotsit from Lucasfilm Games. 
Trouble is US Gold (never told us, so please be 
a dear — cut out the enclosed oojit and paste It 
to your classy pin-up i (if you're as clumsy as 
Corky, get an adult to help you). They also tell 
us they've tweaked trhe game a bit 
since sending our 
REVIEW 



BUSTED! 

It's official — ZZAP! 64 s so damned popular 
even the kiddies' comics are getting in on the 
act. as 77 APf Production Manager (and Buster 
reader of many years) Jackie Moms recently 
discovered. 1 was amazed.' she gushed. 
'Buster's my favourite comic, it's better than 
Jack & Jill and Fairy Tale Times put together, 
but I didn't realise they read ZZAP! too.' 

Crazy but true, as this frame from their latest 
•Cliff Hanger' strip clearly shows. Oh well... 
they say imitation is the smcerest form of 
flattery, so thanks for the free advert, chums! 




copy — 
when we 
see the 
final 
version, 
we'll let 
you know if 
it's any 
better. 



TELLY TROUBLES 
CAUSE COMPUTER 
CHAOS 

There's something 'orrible coming our way... 
CHANNEL 5! Due for launch In 1994, the 
fifth non-satellite TV channel will broadcast on 
the same frequency as our beloved C64s, and 
could make the picture go all fuzzy and 
Impossible to see. Its effect on video recorders 
has been widely publicised and is easily 
corrected, but no-one seems to be saying too 
much about home computers. 

'It will only happen if you live very close to a 
transmitter.' argued Channel 5 spokesman Ellis 
Griffiths. The problem with videos is that they're 
connected to the TV's aerial, and 
Ihe signal is channelled through 
"~\% ihem on their way to the telly. 
-« » This isn't the case with home 
computers. You have to 
disconnect the aerial before you 
can plug the computer lead in. 
so the TV signal won't 
interfere with the computer's. 
If people living very close to 
transmitters have any problems, 
m^gS^ we'll pay for any adjustments.' 
Cy*^^^ Remember, you read It here 

J ' lr st. folksl 



CHART 
ATTACK! 

That cute little fraction thingle with a 
percentage sign next to it is actually a 

mine of important information! The 
number before the 'slash' refers to the 
issue in which the game was reviewed, 
the percentage after it being its mark. 
Thus '1/03%' would be a crap game from 
the dawn of time... 
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FULL-PRICE 
CHART 

1 . H James Pond 2 — Codename 

RoboCod (Millennium) 87/87% 

2. O0) Creatures 2 — Torture Trouble 

(Thalamus Europe) 81/97°© 

3. i4) Space Crusade (Gremlin 

Graphics) 84/93% 

4. (7) European Football Champ 

{Domark) 87/45% 

5. (3) The Simpsons (Ocean) 80785% 

6. (2) Dizzy's Excellent Adventures 

(CodeMasters) 80/- 

7. (1 ) WWF Wrestlemania 

(Ocean) 79/90% 

8. f6) The Addams Family 

(Ocean) 86/57% 

9. (9) Big Box (Beau Jolly) N/R 

1 0. {-) Mini Office 2 (Europress 

Software) N/R 

BUDGET CHART 

1 . (2) Rainbow Islands 

(Hit Squad) 81 96% 

2. (1 ) Arnte (Zeppelin) 85-83% 

3. ( 10) Golden Axe (Tronix) 67/96% 
4. 13) Italia '90 (Tronix) 82/37% 

5. (9) Graeme Souness Soccer Manager 

(Zeppelin) N/R 

6. (8) F1 6 Combat Pilot 

(Action 16) 63/76% 

7. H Pro Tennis Tour 

(Hit Squad) 85/86% 

8. (-) Manchester United (GBH) 85 90 

9. (4) Ivan 'Iron Man' Stewart's Super 

Off-Road Racer (Tronix) 85 93% 

1 0. i-J Lotus Esprit Turbo Challenge 

(GBH) 84/92% 

READERS' CHART 

1 . MtcroProse Soccer (Krxx) 85/97% 

2. Emlyn Hughes International Soccer 
(Audiogenic) 85/95% 

3. Creatures 2 (Thalamus) 81/97% 

4. Creatures (Klxx) 88/96% 

5. Turrican II (Kixx) 85/96% 



% 



LONG WAVE RADIO ATLANTIC 252 

£1000 LISTENER REWARD 



During the past two years we've been working hard to 
find out what music you want to hear most. To help us 
play the best music for your taste, we'd like to know 
what you think of the following songs:- 



SONG 


ARTIST 


RATM8 


EYERYTHNGIDO 


BRYAN ADAMS 






BRUCE SPRINGSTEEN 




5H0OPSHQ0PSONG 


CHER 




SOMETHING GOT ME STARTED 


SIMPLY RED 






BANGLES 




SAILING ON THE SEVEN SEAS 


QMG 




UH£ W BREATH AWAY 


BEHUN 




SOMEMNG HWBfC 


PHIL COLLINS 




CARELESS WHISPER 


GEORGE WCHAEL 




IT ANT OVER TILL ITS OVER 


LENNY KRAVTTZ 




LITTLE LIES 


FLEETWOOD MAC 




PED RED ftffiE 


UB40 




SACRIFICE 


ELTON JOHN 




BWJWE 


ROO STEWART 




SEAL OUR FATE 


GLORIA ESTEFAN 


IT MUST HAVE BEEN LOVE 


RQXETTE 


IF I COULD TURN BACK TWE 


CHER 




WALK OF LIFE 


DIRE STRAITS 




NOTHING S GONNA STOP US NOW 


SttRSW 




WHEN A MAN LOVES A WOMAN 


MICHAEL BOLTON 




YCHJ CAN CALL MEAL 


"ALL ilMGN 


KM AND NQWC 


SIMP-:' M «S 




It'CuDWiTuNOWME B"N0W 


SIMPLY RED 




THE BEST 


TIM TbRNH 




IHOTHE* DA< IN PARADISE 


PHIL COLLINS 




SlNMNE ON A RAINY DAY 


ax 




HREMUST BE AN ANGEL 


EURYTHMICS 




ADOCTEDlOUm 


R08ERT PALMER 




CHAIN REACTION 


DIANA ROSS 




CHANGE 


USASTANSFtELD 




DON'T YOU WANT ME 


HUMAN LEAGUE 




SADNESS PART I 


ENIGMA 




IF YOU LET ME STAY 


TERENCE TRENT D ARBY 




SHOW ME HEAVEN 


MARIA MCKEE 


ST ELVOSFIRE 


JOHN PARR 






■JUAN LENNON 




MYSTfY 


m 




OPEN Yftfl HEART 


MADQNW 




BOHEMIAN RHAPSODY 


QUEEN 




MOTOWN SONG 


ROD STEWART 




ION 1 LET THE SUN GO DOWN 


GEORGE MICHAEL / ELTON JOHN 




REAL GONE «JD 


DEACON BLUE 




ALONE 


HEART 




UHE A PRAYER 


IMDONNA 




GO? MY MINDSET ON YOU 


GEORGE HARRISON 




LOVE IS A WONDERFUL THING 


MICHAEL BOLTON 




EVERYBODY WANTS TO RULE THE WORLD 


TEARS FOR FEARS 




WHAT'S LOVE GOT TO DO WITH IT 


TINA TURNER 




WLLER 


SEAL 




HEAVEN IS A PLACE ON EARTH 


BELINDA CARUSLE 




1 WANNA DANCE WITH SOMEBODY 


WHITNEY HOUSTON 




THE LIVING YEARS 


MIKE AM) THE MECHANICS 





COMPLETE THE UST USING THIS SCALE. 


RATING 


LIKE THE SONG 


1 


DON! LIKE rHE SONG 


2 


DON'T KNflffl THE SONG 


3 




SONG 


ARTIST 


RATING 


WAITING FOR A GIRL UKE YOU 


FORFJGNER 




A GOOD HEART 


FERGAL SHARKEY 




BABY BABY 


AM GRANT 




EVERY BREATH YOU TAKE 


POLICE 




AUCfflEDOUT 


AUSON MOYET 





MORE THAN WORDS 


lXTSEUE 




BLACK OR WHITE 


MICHAEL JACKSON 




ISTU HA VENT FOUND 


U2 




HARD TO SAY I M SORRY 


CHICAGO 




LOSING MY RELIGION 


REM 




ALL THE MAN 1 NEED 


WHITNEY HOUSTON 




LOVE OF THE COMMON PEOPLE 


PAUL YOUNG 




FAITH 


GEORGE MICHAEL 




DOWN UNDER 


MEN AT WORK 




COMING OUT OF THE DARK 


GLORIA ESTEFAN 




NO SON OF MINE 


GENESIS 




SWEET DREAMS 


EURYTHMICS 





Indicate below any other song you think should be Included In this list. 



You can listen to LONG WAVE RADIO ATLANTIC 252 
by pressing the "LONG WAVE or "LW/' button on your 
radio and tuning the dial until you hear the hits. 
Every month we give away 

£1000 CASH 



Send your completed forms to: 

LONG WAVE RADIO ATLANTIC 252 (£1000), 

PO BOX 252, LONDON W1E 2RA. 

YOUR NAME 
ADDRESS 



PHONE 



SEX M 



THE £1000 CASH PRIZE WILL BE DRAWN BY CHARLIE WOLF 
AT 7.10 ON THE FIRST MONDAY OF EACH MONTH. 



best Music Umery 



LONG WAVE RADIO 

lliiic] 




• What an old boiler, eh? 
Better pick a spell from the 
menu (below) and blast the 
beggar pronto... Tonto! 



• Jeez, I'm 
starving! I wonder 
what's for tea? 
AAARRRGGHH — I 
didn't order roast 
Ozzy Osbourne 
with mixed 
vegetables! 





WHAT DO? t 




LEY GS EXP 



Invent c 



• Spooky, eh? Elvira's film studio's a 
dark and dangerous place, especially 
for 24 carat wimps like Phil! (He ran 
away when he saw the spider on the 
sign!) 

• Mai* £34.99 
disk only 

Well whadayaknow? 
Accolade programmed 1 6- 
bit versions ol Elvira 2 — 
The Jaws Of Cerebus, but 
relused to publish a C64 
version! Luckily Flair 
bough the license and 
released it themselves. 
IAN 'YOU GET NOTHING 
FOR A PAIR IN THIS GAME' 
OSBORNE investigates... 

rotn ihe moment you stepped out ol bed and 
E put your toot in the chamber pot you knew it 

wasn't your day. You dropped the toast 
butter side down on the Persian rug. and even 
managed to mistake a can ol fly-spray tor your 
under-arm deodorant. Just when you Ihoughl 
things couldn't gel worse, they did — your 




girlfriend Elvira is kidnapped and taken to some 
dim studios where she is to be sacrificed at 
midnight to Cerebus, the Ihree-headed guardian 
ol the underworld. You must batlle your way 
through this Gothic nightmare and rescue your 
gorgeous beloved. Beware — a second Elvira 
has been created lo confuse! 

Like its predecessor Mistress Of The Dark. 
EMfaZia a roleplaymg adventure based on the 
American horroi show compere (real name I 
Cassandra Peterson). Don't worry if you hate text I 
input, *coz there isn't any — it's entirely joystick- I 
and-pointer-controlled! Click on a uselul-lookmg I 
item, and il you can grab it the pointer turns into I 
a hand — drag it into your inventory box and it's I 
yours. If you click and nothing happens it's I 
probably just scenery. Some objecls are a little I 
hard to see on-screen, so have a little play 
around with the pointer, clicking on everything 
until you hear a good, solid bleep. You never 
know what you'll find! 

I'irj'r[rf; f:< fl'rnp Yin! 

Obviously there's more lo objects than picking 
them up and dropping them again. Examining it 
gives a briel description, and depending on what il 
is there's usually at least one USE option too. 
Food and dnnk can be eaten, Ihe rock can tie 
thrown, a key might unlock a door or chest, etc. 
Alternatively il might be usod in one ol Ihe many 
spells on offer (more on this later). Click on a 
container (eg a box) and you're given the option ol 
looking in To take something oul, move il onto 
Ihe main screen — a curious way ol going about 
it, bul it works! 

Moving around's a little lucky at first but you 
soon gel used to it Click on tho movement icons 
to walk forwards, backwards, turn around 
altogether or face right and left. This can be 
awkward as you often can't turn in a given 
direction, not because it's physically impossible 
but because there aren't any graphics for that 
viewpoint. While this is undeniably claustrophobic 
(exploring the guard's office al the start is 
especially confusing), it's a necessary evil — the 
only way round it would be to make every wall the 
same and superimpose Ihe scenery on it, making 
those gorgeous graphics really booooring and 
atmosphere-destroying . 

Like all good RPGs. the further you get, Ihe 
better you become. Initially a first-level weakling, 
as you climb the tree of success you can sustain 
more hits in combat and use better spells. Ah yes. 
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p.p. i-a HP 1 





the spells! Withoul a doubt these are E/wra ,?s 
crowning glory, the object ol envy that makes 
other software houses hold their heads in shame! 
Select your chosen enchantment from the spell 
book and you're given a brief descrlpllon of its 
effects, the all-important ingredients, and Ihe 
number of POWER POINTS needed to cast it Did 
I mention Ihe power points? Well Ihey go up as 
you advance levels too; use em all and you're 
spell-less. 

Hubble, bubble, MM 
trouble! 

To mix the spell you'll need to chuck in the nghl 
components — don't assume every Item can only 
apply lo one enchantment erihert For example, a 
spell might demand three metal objects — you'd 
get away wilh using your crucifix, dagger, and 
wirecutters but will you need them later? Or 
should you use those grotty saucepans you 
found in the kitchen? This really gets the 
brambox working and prevents Elvira 2 from 
becoming linear and boring. A successfully 
mixed spell appears as a potion bottle in your 
inventory. Some can be cast repeatedly, others 
are only good for one blast. 

With so much in it, I'll bel you're wondering 
how they fitted it all into one load Well Ihey 
didn't — the game is spread over four disks, bul 
accessing is regular and short, keeping 
annoying waits to a minimum— take a bow, 
programmer Bruce l_e Feaux, you've done a 
marvellous job! 

Every graphic is outstanding, with some of the 
goriest, most stomach-churning animations ever 



■ soon. Remember the Issun 84 Mey.ii.ipc 

I demo? Well il w.im.'i .1 one-off, all the honor 

■ c-llects are thai goodl On the minus side Ihe 
m user interlace is a little awkward at times, 

m and lha (limited) character interaction te 

f often botched by your character anticipating 

■ knowledge you might not have aOQUtred fills 
I 'io';sn% however, stop Elvira 2 being one ol 

■ the best C64 games over! 

I Mistress Ol The Dark was a brave but 

■ ultimately flawed incursion into C64 

I roleplaying — its slick programming and wild 
I graphics couldn't hide the sudden deaths and 

■ occasionally awkward problems. Game 
designers Horrorsofl obviously listened to 

reviewers' cnticisms and pulled oul 
all the stops for Elvira 2. Its sheer 
payability and attention to detail 
leaves the opposition standing! 
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O 



Clvira offers you a 
disk drive! 

#■ was a terrible night A 
stilt wind waded 
■ uneasily through the 
open window, lifting the curtains 
m a tortured danse macabre. 
growing flickering shadows 
I .across the bedsheets. In the 
I / distance an owl split the air 
I / with a hideous screech — 
I / scarcely able to move. I pulled 
1 I the bedclothes around me. 
I ' tighter, tighter... 
I Suddenly I sal up with a 
I start! What was that?l'm sure I 
I heard footsteps, getting 
| nearer, a foetid breath hanging 
I heavity in Ihe stillness of my 
rJ room I w.Miii-ii to open my 
I oyes and provo to mysell I 
I was only dreaming, but I 
C coutdnf wouldn't n'l 
J *So wh.it hBVS wo horo '' A 

J m.-.mI'v \ sffit .1 shrvBi lo 

■I my very bones. Too scared to 

\ open youi i>yos?' With great 
» \ effort I bhnkod myself awake A 
1 Wall, slender woman towered 
1 over me. her long, raven- 
■ dploured hair dripping 

I seductively over her tight black 
dress. 'You'll never win the Elvira 
2cbmpelition with your eyes 
shut, she quipped, 
t was intngued. What sort of a 
creature drifts into my room in the 
middle of the night just to ask me 
enl^r a competition? 'What's on 

re- "iind r I thought, my gaze 
v.a^awring carelessly along her 
sr-oo:ii slender legs as far as her 
firtr -oind... An icy gaze halted 
ne ' ^-thought. 

You/ could win a disk drive and a 
copvof Elvira 2, she said, '...and 
\ r ~-tfk Tive copies of the game lor 
tiers up ' But what did I have to 
dow earn such a prize? 'AH you 
■ to do', she gushed, almost 
jading my thoughts, is answer the 
'allowing questions.' 

1 . What's Elvira's real name? 

Xj Whal was the first Elvira adventure 

: ailed? 

3. Who progiammed Elvira Z> 



See, easy, isn't it?" Though trembling 
.with fear. I managed lo blun out. B- 
j-but what do I do to. . how. . . c-can 
i ,l .' With obvious concern Ic my 
jtetress she threw back her head 
and laughed, and with a swish ol her 
cape she vanished In a veil ot mist. 

I'M never know who she was or 
where she came from, but I'll treasur€ 
the scrap of paper she dropped till rr\\ 
dying day. 'Answers on a postcard', it 
read, tc? ELVIRA OR BUST COMP, 
ZZAP' towers. Europress Impact 
Ludlow. Shropshire. SYS 1JW. 
Closing dele 20 September 1992.' 
Heart in mouth. I opened my copy of 
ZZAP' 64 arid scanned the EMra 2 
iew for clues... 
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FREE! FROM SILICA 



TENSTAR GAMES PACK 





you toy yw Wf Attn 52Q. 1040 of Mo^d 
ST-E asrctO' '^m 5i»;<; 5t«to wn **l 
ypo in fttiScrnf £3H75 wlh ol jolmre R*E 
OF CMAftSE. ,rtijjng kto gretf Bmeran^l 
art :fOTjOTiff| p'oj'sim* Thne to grftj M 
rrtTOo >a o tr* #ofW d ST tcrrp^ng *ni 
htto in to g* ofl to i flyCnaj tort wtn your raw ST 
Pi* *rft M17 ST mo R we Ml you 16 
offiu noW*f rKMi ararwxrttton fcr you nj 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

two AttH 5T fcom 59ca coma* fcappfcpti «ah 
• tr*> 77 pagi o*>j» bnxfturv with a<xom 
moWl voixtm T>ma antnte 2 pat*Ha to 
Miy kip la a total of 10 n&m m 250 
w*h acconvnoditon FREE AT you 
to 6m tor m your rn#a4 are 
^ Vwbrafture) 



TENSTAR PACK; 

AS TOM „ 

CHESS PLAYER 21$Q 

ORMN m FORCE 

LSVE AND LET Off . „ 

ONSLAUGHT 

WE MAMA -~ 

flrC* OAMSffiOUS 

ROCK W ROLL 

SKWEBC t 

nwut puflsurr 



E24.99 

El9« 

E24.&9 
£19.99 
l M M 
C1999 
£19 99 



PRODUCTIVITY PACK: 

tMWOftO _ £50 99 

SPELL IT C19M 

ST BASIC C24M 

TOTAL VALUE: £334.75 



WORTH 
NEARLY 





START! 



flARI ST 

520ST-E 
START PACK 




T/ie perfect 
- introduction to 
home computing 



FREE BROCHURE.' 



RETURN THE COUPON FOR A 
FREE COLOUR ST BROCHURE 




PLUS! 
GIFTS 
FROM SILICA 

(SEE PANEL ON LEFT) 



HARDWARE: 
520ST-E Computer £290.99 

*WHj MUX <*><j 1 'f «W Uaj< 

SOFTWARE - AflCADt CLASSICS. 
Jhtieella Command • Snoot Eni Up M £9.99 
Cry»tal Castlee - Platform Caper* ... £9 
Super Break Out - Wal Demotion £9 

Bstlle Zone - 3D Tank Battle C9 

SOFTWARE . PRODUCTIVITY: 
Flrat Word - Word Prccessor f59 

Neochrome -An Package C29 

ANI ST Animation Package t29 
PIUS.' FB£E FSOM S1LKA: 



520ST-E 
DISCOVERY XTRA 



1040ST-E 
FAMILY CURRICULUM 




IIMIIWAM 



SOFT WAS! - tNTtfTAi N F 

ESCAPE FTOU RG&D1 MONSTERS 

FINAL FUTJHT „ Mw , 



WNE LIVES i , 

iiMcrrv _ — ^ 

SOfTWUf - product™™ 

CONTWX ACCESSORIES 

V» EMULATOR PROCESSOR 

ST TC^Jfi ut»»« Iv »m AT . r- 

FWST 8A3IC fc»^wHWf»^p ^ 
NEOORCWE (MtimiiMw 

PtUltf nU FftOM SIUCA: 

G*i!r-i Prr^uoftwy P*di , 

T«ftSwG*m#«P»tt , 

Totat V*k*: 

nu$ t w mom p*=* s**»g: 
HQUOm MXmm silica mice 



C209 9C 



C1M0 
C2599 
€24 99 



FREE 
FR£E 

C40 99 



£104 97 
£21971 

CS51-61 
E27940 




diva 



MkfVWI 

k PSU h TMb Us* Orv# 



SOFTWABI MOOUUS: 

PLAY ANO LEARN 

A*WDR SOOOL LEAVER 

An»w ftKArf O Wfri KnOMMQt OiaJ 
Bp*llnO M Pt»m«iy MM 

GCSE , „ 

BUSINESS ■ i • I ,■■ \\ „ 

ST wo*o 5T fin* A ST Oil 

CREATIVE 

t*ytv ^art LI Uuic UiW «raFm 



C7949 



C5fi Si 



E13A97 



PU/Ji FtffE FSOM SIUCA: 

TwiSiir Qvtm« Pk* < 

TM¥mm: €121043 
PLtlSMIMOKn *>*-P^»Snfry cbbijo 
MOklOAT ACCOHH i«JCA PflfCf EWiOO 




1 040ST-E 
MUSIC MASTER 




£104 
£219 



PIUS/ 16 NIGHTS 
HOLIDAY ACCOMMODATION 



SUlca Productivity Pack 
TonSlar Games Peck 

Totaf VWut: 
Les5 Pack Sa^ry 
SiUCA PRICE: t 



C7B4 

C525 



£259 



24 m to (nmh « pplH myitym <tt m n trtiwrA 
*> Dm »r.«r*i VC RKotfn0 M E4tng Sytism Wfi 
PRO W ■ ■ mtd tv ntff ttv wvn ncufrg Urt 
B™* M MIL Utirq *ry MI0' P9Q N cittrt thl 

HAtDWAJtU 

T0i0ST-E COMPUTER „. 

SOFTVrARC: 

pro h m '■ - ■ 
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GAMES II 

Bpyx US Gold 

Events: 8; Players: 8 

This is the business as far as 
Olympic sims go. Up to eight 
players compete in eight varied, 
superbly presented events. On the 
disk version, there's even an option 
to merge the game with its 
predecessor Summer Games to 
play 16 events in one go! 



WORLD ^ w 

GAMES I ".^^ppi • - 73- - • f 

cpyx/us cow, kimm I ; 5*1 ■ I ; : \ 

Events: 8; Players: 8 ■ =?== = = ^ • • ?5 

My favounte muiti-eventer I P-^ffl 

ol all lime features an I r^P^^?™^ 

eclectic mix ot events, taking I 

place ai exotic locations around I « _ 

the world. _^»^^^^L - ~ 

After seieciing up to e*ght 

players and their countnes. the __-«^^^^L^-- 
first event is Weightlining Both +^^^B^"^*~ 
snatch' and clean and jertV lifts I ' 
are attempted by accurately m 

itmed joystick movements — ^^^^^^^^^■^^^^^■^^^^^^^^^^^^^^■^^■^M 

with later events, the emphasis is on skill rather tnan strenuous joystick waggling 
Only slow, rhythmic waggling ts required for Barrel Jumping to gain speed before pressing fire to 

clear a line ol barrels. Next comes the real brown-trunks jobbie: Cliff Diving In Acapulco' Judge the 

wind to dear the rocks by a whisker for the highest-scoring dive 
Quick reactions are needed for Slalom Skiing. Z:gzag around the flags to avoid time penalties, but 

ski as straight as possible for extra speed The main hazard here is gomg straight into one ot the 

flags, resulting in instant disqualification from one of your two runs 
The aim in Log Rolling is not to get wet in multi-player games this is a simultaneous (wo-player 

contest, both competitors altering the speed and direction of their rolling to try and throw the other 

bloke off balance The following event has to be the homiest ever as you mount a mad animal in Bull 

Riding. React instantaneously to the bull's movements (including spins) to stay onboard for the 

required eight seconds 

The last lv*o events are my personal favourites. Tossing The Caber requires slow waggling in time 
with the tosser's legs to hold his huge pole at the nght angle before tossing it as far as possible. Get 
it wrong and it lands on his head, hammering him into the ground! Finally, Sumo has two slim 
(compared to me!) wrestlers trying to push or throw each other out of ihe ring Again, in multi-player 
games this is a competitive two-player event. 

At the end of the day. the medal table is shown with each competitor scoring points for their 
medals Win or lose, it's a helluva lot of fun As well as looking great the events are really well 
designed, combining quick reactions, careful timing and the odd bit of waggling. As with all Epyx 
sims. any event can be practised to your heart's content. 

Of course, multi-player games are best with a really competitive atmosphere (especially m the 
head-to-head two-player events) but even m solo games there's the world records to aim lor. World 

Games is a timeless classic and has been 
available on the K:xx budget label (on lape and 
disk) fo' some time. 
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Unlike other Olympic sims, Summer Games II 
replaces tiresome (and tiring) waggling with skilful 
controls. Take the Triple Jump, for instance. No 
waggling is needed to make your man run — just 
accurately timed joystick movements for the hop^ 
skip, jump and extra boost in mid air. 

Rowing does require left/right movement but 
frenetically fast — a good rhythm produces the 
highest rowing speed. In multi-player mode, two 
players compete head to headM 

Chucking the Javelin toe«nl require waggling (or 
bottom wiggling) either. Press fire quickly to increase 
speed, then hold left to set the angle of throw. 

There haven't been many computer horse-riding 
sims so the Equestrian event is a nice novelty. It's nc 
nag either. As the course scrolls right to left, accurati 
timing is needed to successfully jump fences, walls 
and water hazards- 
High Jump allows you set your height between 1 .! 
and 2.5 metres. Rapid right joystick movements 
make your man sprint Timing is crucial when you 
press fire to jump and right to dear the bar. 






HYPERSPORTS 

Imagine, The Hit Squad 
Events: 6; Players: 2 

The Konami com -op follow-up «> the tegendar 
Track A Field w;i< < averted <n fine style to 
the C64 laibeit minus the pote-vaulling event). 
The game was even used in a q-forgotten T\ 
quiz with Debbie Greenwood (pr.voarf). 

The - - events here are supremely playable, 
diving off with a cracking swimming 
Waggle to swim fasier, not fbrgevmg to press 
fire to brc-a'he at regular iniervs- (breathe unde 
water and you splutter to a standstill!). 

A far ie5s exhausting event is Skeet Shooting 
Pess left right to fire the barre A your shotgur 







Fending gives you ihe option of a head-to-head 
contest. The first player to score five hits within the 
time fimiit wins. Available moves include thrust, parry 
and defensive sweeps. If ihe score is tied at the end 
of the time limit, there's a (tastefully named) 'sudden 
death* fence-off. 

On your bike! Although the Cycling sprint race 
doesn't ^feature waggling either, you do have to rotate 
your joystick in time with an arrow to make your rider 
pedal. To attain top speed you must move slightly 
ahead of the arrow — but get too far ahead of it and 
you stop pedalling altogether. Again, in multi-player 
mode trtere's the option of head-to-head racing. 

Probably the trickiest event Is Kayaking, where you 
paddle furiously to get through gates, some of which 
must be entered backwards or upstream. What really 
makes this event is the affective control system: 
steering with left/right and padding by repeatedly 
pushing up or down. 

Nearly seven years after its debut, Summer 
Games //still stands out as one of Ihe great sports 
sims of all time. You might have some trouble 
getting hold of it now, but It was incorporated into 
US Gold's Gold, Silver & Bronze mega- ^ 
compilation, along with Summer Games and 
Winter Games. 




WINTER 
GAMES 

Epyx/US Gold 
Events: 7; Players 8 

This Is really cool. First of seven events 
is the Hot Dog Aerials. To my 
disappointment this doesn't include 

mustard and ketchup but is still a tasty 
treat. Six stunts are available including 
flips, backscratchers and daffies. Awkward 
movements and falls reduce your score. 

After a quick change of dress (and sex), 
you're ready for the Figure Skating. 
Impress the judges with a range of seven 
spins and jumps — time the landings 
exactly or end up with a cold bottom! 

Returned to male form, you go for the Ski Jump. 
Continually adjust your flight position or end up like 
Eddie Edwards — a sad prospect indeed! 

Free Skating is just like Figure Skating except you 
have to perform each movement three times within 
two minutes. 

Speed Skating, on the other hand, is a completely 
different kettle of ice. It's a head-to-head, split-screen 
race against a human or computer opponent. 
Speed is achieved not by rapid waggling but by 
attaining a good rhythm with the skater's legs. 

A similar technique is used for the cross- 
country skiing in Biathlon. At regular intervals you 
stop to fire you rifle at five targets — missing one 
incurs a five-second penalty. 

Finally, there's no room for error in the 
Bobsleigh. Accurate steering around comers is 
needed as you hurtle down the 3-D track. 

As with Summer Games II, the events are well 
thought out with good control systems. The 
graphical standard is even better with some 
gorgeous backdrops and convincing sprites, and 
sound's great too with loads of tunes. Definitely 
the best wintry sim around. 

i» 

SUMMER GAMES 

Epyx/US Gold 

Events: 8; Players: 8 

The only real waggler here is the 100m Sprint, 
though rhythmic fire pressing is required for 
both Swimming events (100m and 4x100m). Back 
on land, the 4x100m Sprint is more strategic, with 
you simply controlling the speed of the runner to 
make optimum use of energy. 

Again, no waggling is needed for Diving and 
Vaulting — aerial movements are controlled by 
various joystick directions. One of the best (and 
realistically tricky) events is the Pole Vault; press 
fire at exactly the right time to plant the pole, flip 
over the bar and release the pole. Last but not 
least is the skilful Skeet Shooting. 

Like all Epyx games. Summer Games is 
brilliantly presented with loads of practice and 
competition options. Graphics are also excellent 
with smooth animation in every event and 
attractive backdrops. Most importantly, the events 
play really well, requiring lots of practice to get the 
best out of them. Great fun to play with a group of 
Iriends. 
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DALEY 

THOMPSON'S 
SUPERTEST 

The Hit Squad 

Events: 8; Players: 2 

definitely Daley's best performance, this 
■^comprises eight varied events. Pure 
waggling is needed for Cycling. Rowing and 
Tug O'War, while Ski Jump, Football Penalties 
(one of my faves!) and Diving require waggling 
and skilful timing. Pistol Shooting and Giant 
Slalom are pure skill events. 

Obviously the waggling is tiring on your arm. 
but the more skilful events give you a rest. As 
with Hypersports, the events wrap round until 
you fail to qualify, and though it's not quite as 
playable as that game, DTs Supertest is good 
fun for a while. 
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THE GAMES — 
WINTER EDITION 

Epyx/US Gold 

Events: 7; Players: 8 

E pyx's reworking ot ihe winter theme isn't as 
playable as their original Winter Games It's 
still brilliantly presented (apart from the two-disk 
multiload), though, and most of the seven events 

are good fun. 

Among the best are downhill and slalom skiing. 
As well as a fast 3-D view, you get intermittent 2- 
D scenes from the cameras placed along the 
piste. Speed Skating is also a laugh with a great 
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at the clay pigeons — hi! them all and you get a 
bonus duck to shoo!" 

Horse-vaulting features an automatic run-up 
(no waggling) but isn't as easy as if sounds 
Accurate liming is needed to hit the springboard 
right at Ihe end, wait till your man is doing a 
handstand on the horse, ihen get m as many 
rotations before landing (hopefully on your feet!). 

Another relaxing event follows. Archery 
requires careful timing \o release arrows at Ihe 
nght angle towards downward-scrolling targets. 

After tie welcome rest comes more waggling 
lor the rjn-up to the Triple Jump, but holding 
down tir* to achieve the optimum angle for hop. 
skip anc jump is critical. 

The real waggling killer, though, is 
Weightllting. On higher weights it's a r^al 
strugglelo get the weight above your head — 
and kees ii there until you get three wh.fe lights. 

Unlik» the Epyx multi-even ters, Hypersports 
continually wraps round so you play the series of 
events rgain and again until you fail to qualify. 
The wa» the qualification standard gets harder 
each line makes lor coin-op-s!yle addiction as 
you aimfor a high score, and there's wond 
reoordsio break too. Totally compulsive. 
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WINTER SUPER 
SPORTS 

flair 

Events; 0/ Players: 6 

Trie mosi recenl snowy sports sim is a mildly 
playable romp through eight events. There's 
three similai, downward- scrolling skiing events: 
Downhill, Ski Challenge (two-ptayer head-to- 
head) and Slalom. A 3-D view is utilised (or 
both Luge and Bobsleigh, with accurate 
steering needed to stay on the tortuous track. 

Another 3-D view is used for Speed Skating 
and Bale Jumping {I've done a bit ol that!). 
Both involve left/right movement in time with your 
man's skates, so at least you don't get a sore 
arm. 

The other event is a bit of an odd 'un. Sktdoo 
has you negotiating a multidirectionally scrolling, 
maze-like track. It plays as well as it looks — 
bleurghl 

Other than this hiccup. Winter Super Sports is 
a pretty sound package, though some ol the 
events are very similar. None o( them are as 
playable as those In Winter Games, but Ian 
seems to like the game a lot — so it you're a bit 
like him (Gawd help you!) you'll probably enjoy it. 



two-player mcode. One ol the most sophisticated 
events (though a trifle dull) is the figure skating. 
Budding Christopher Deans can even plan out a 
choreographed routine and choose a suitable 
piece ot musk! 

A lot of the events are tricky to start with, the 
tiniest mistake completely mucking things up, but 
once you get the hang if s pretty playable. 

"""Si® 




DECATHLON 

Firebird, Sihrerbird 

Events: 10/ Players: 4 

The original joystick's nightmare is still well 
worth a bash if you can find it (it was 
rereleased five years ago!). Running events are 
particularly good with two-player, head-to-head 
races. Other events are implemented simply but 
effectively. Yes, it's hard on your ami with some 
waggling in every event, but play with three 
friends and you get a much-needed rest, along 
with a more exciting competition. It plays a whole 
lot better than it looks! 

BRIAN JACKS' 
SUPERSTAR 
CHALLENGE 

Martcch W 

Events: 8/ Players: 2 

ost ol you are probably too young lo 
remember a brilliant TV show on the BBC a 
few years back- 'Superstars' had several 
sponspeople competing at various sports events 
inoi their own) to wn points (why oh why don't 
they bring it i Orange-sucking Brian Jacks 
was the champion several times and hence lent 
his name to tils Superstars-style computer game. 

Unsurprisingly it's very energetic with a lot of 
waggling in everfls like Canoeing, 100m Sprint, 
Swimming (presing fire to breathe). Arm Dips 
and Cycling. Tnife more sedate events offer a 
brief rest: Bcei Soot (aiming a crosshair at a 
moving targi : at Thrusts (combination of 
[oystick mov. ) and Football (dribbling round 
cones and shooting \ 

Like mos ^.gglers it's tough to 

co' ^^^^A qualifying standards, and 
enjoyment is marred t 

WMEhWlLl 
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THE GAMES — 
SUMMER EDITION 

Epyx/VS Md, Ki*M 
Events: $; Players: 8 

^sWmt 

releasj 

ouin Koreais are groat Animal lovers. «o IV* apt 
Most of thi -v-ite are poorly Implemented, with 
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some overcomplex control systems required for 
Assymetric Bars and Rings. Sadly, the 3-D-view 
Cycling is the only event to offer head-to-head, 
two-player competition. Don't get it confused with 



the infinitely superior Summer Games /fl 

OVERALL t 





DALEY 

THOMPSON'S 
OLYMPIC 
CHALLENGE 

I Squa^mmwm 

+ training/ Players: 2 

waggle waggle SNAP! Amgghhh, 
oken me bleedin' arm! Th»s has to be 
the hardest joystick-jiggler of all time Daley starts 



off in the gym, waggling to do various exercises tc 
help him in the ensuing decathlon — you're 
knackered before he's even started! All ten event: 
involve yet more hard waggling to attempt harsh 
qualifying standards. This is a test of sheer 
endurance rather than skill, and a flippin' painful 
one too. A shame, as the game looks really good 
with a brilliantly animated Daley in training and 
some realistic grunt FX — pity you can't hear 
them above your own groans of agony! 
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WINTER 
OLYMPIAD 

TynesoH, MUroValee 

Events: 3; Players: 6 . 

Brrr, ifs enough to give you cold feet all right. 
Sluggish controls make the dull events even 
dodgier. Biathlon is boring with the course 
repeated four times, the Bobsled overturns at the 
slightest error, Ski Jump's about as good as Eddie 
Edwards without his glasses, Downhill Skilng's too 
slow, and Slalom's just about playable. Not a 
patch on its summer counterpart Why Ian gave it 
60% last ish (on the Olympiad Collection) is a 

mystery — maybe he's got 
snow on the brain? 




DALEY I 

THOMPSON'S 
DECATHLON 

Otean, The Hit Squad 

Events: I O; Players: 2 

Yat more hard waggling and simplistic graphics 
[including an appalling, stout Daley sprite). 
Included are some more-restful events, such as 
the high jump (albeit with the infamous bug 
allowing you to jump under the bar!). It looks 
crude, it is crude. It was bad enough at the time, 
and certainly can't hold an Olympic torch to some 
of its infinitely more-sophisticated successors. 
Time to retire, eh Daley? 
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INTERNATIONAL 
TEAM SPORTS 

SportTime/Mindscape (disk only) 

Events: 5/ Players: 2 

■ Ve never been a fan of Ed Ringlets SportTime 

sims, and this one's no exception. Though it's 
disk-only, the multiload works at about the same 
speed as a tape! And when the events do load, 
they're so poor you'll wish they hadn't! 
Unresponsive athletes compete In Soccer 
(Accrington Stanley standard), Water Polo, 
Volleyball, 4x400m Relay and Swimming. No 
thanks. 




HUNCHBACK AT 
THE OLYMPIC 

Software Projects M 

Events: 8; Players: 2 

Amazingly this pile of old tosh was licensed 
from an obscure coin-op. It even won a 
ZZAP! Tacky award (remember them?) Eight 
athletic events involve waggling forwards and 
backwards, but utey're bugged to hell. A 
seemingly perfect throw often goes a pathetically 
short distance. The graphics are so bad. they're 
funny i ! i ke the supposedly comical Interlude 
screens. Tlj£ grotesque game will detmitely give 
you the hi 
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OLYMPIAD : ' 

Tynesoft, MicroValue 

Events: 5/ Players: 6 

Far better thian its winter counterpart, this 
contains five playable events. The Skeet 
Shooting is my personal fave. A lot more 
sophisttcated (and harder) than its 
Hypersporls counterpart, it has you aiming 
your (win barrels at the quick-dying skeets 
Irom seven different positions. 

Hurdles, on Ihe other hand, is a bit 
disappointing. You waggle lo make your man 
run fasler. pressing fire to jump the hurdles, 
but your bloke doesn't seem to respond very accurately to your movements (if at all, at times!). 

Triple Jump* is a bit better, featuring more waggling and a solitary tire-button press to set Ihe jump 
angle. Diving iis good fun with your lanky bloke performing loads of impressive spins and somersaults 
Irom the high Iboard. Finally. Fencing plays well loo bul sadly doesn't permit two players to fight each 
other. 

Taking a slitghtly different angle to most of the 
events. Summer Olympiad is now available with 
Winter Olympiiad on MicroValue's budget Olympiad 
Collection (see last ish). 







ALLEYKAT (MAcgaUpa 26) 

2.158,100 Rlchaml Conroy, Hoscrea. Co Tipperary. 
Ireland 

1 .781.200 Wim Wahl. Kampen. HoHand 

1.700.100 Gaz TSesy Boy' HulcWnson, Wragby. Lines 

ARNIE (Zeppeclinl 

43.000 Joanne CCIarfc. Lincoln 

32,760 Ga2 'Sexxy Boy' Hulchinson, Wragby Lines 

13,670 Andy Tob-lei Head Manx Louth. Lines 

BATALVX (Moegatape 25) 

3.478,590 Joannne Clark. Lincoln 

2,476,590 Damoon Natle, Exmoulh. Devon 

l ,493.340 Kev CCrtarles worth. Hallsham. E Sussex 

BIG NOSE'S AAMERICAN ADVENTURE 
(Code Ma stern) 

369,345 Grahanm Keeling. Bournemouth. Dorset 
BOULDERDASSH IV (M«gatape 23) 

60.545 Wim VahlW Kampen, HoHand 

59.575 Gaz Sex»xy Boy 1 Hutchinson Wragby, Lines 

56.265 Michael CGametl. HaHield. Herts 




• Jon 

Chapman cuts 
a dash in his 
snazzy Zzap! 
baseball cap., 
he's no mean 
joyslck jocke; 
either, 

judging by his 
score, but 
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BUBBLE DIZZY (CodeMaslers) 

38.073 Graham Keehng. Bournemouth. Dorsel 
CREATURES (Thalamus) 

25.790 Gaz Sexy Boy' Hutchinson. Wragby, Lines 

22,434 (Completed) Graham Keeling. Bournemouth. Dorsel 

17.550 (Completed) Yoz Hutchinsonm Homcastle. Lines 

CREATURES 2 (Thalamus) 

36.925 (Completed) Matthew Mote Alton, West Ewell, 

Surrey 

9.305 James Houghton, Somewhere. Earth 
FLIMBO S QUEST (System 3) 

350,200 (Completed) Raza the Baz Kaz' Arshad. Sharjah. 

UAE 

317,130 (Completed) Ant Khan New Maiden, Surrey 
278.045 (Completed) Steven Garcher, Stoke. Coventry 
GRIBBLY'S DAY OUT (Megatape 25) 
9.000 Andy Toilet Head' Manx. Louth. Lmcs 
7,325 Graham Keeling. Bournemouth. Dorset 
3573 Matthew Mote" Allen. West EweH. Surrey 
HUDSON HAWK (Ocean) 
47,375 Chns Hutchmsonm Homcastle. Lines 
41 ,375 Danny G. DaBon-ln-Fumess. Cumbna 
24.833 Rory McGtinchey, Edmonton. London 
IVAN IRON MAN' STEWARTS SUPER OFF- 
ROAD RACER (Tronix) 
S20.380.030 Bnan Gabriel. Blarney, Co Cork, Eire 
S1 9.760.000 Gaz Sexy Boy' Hutchinson. Wragby. Uncs 
S18.820.000 Paul Turvtlle. Churchdown. Glos 
MRS MOP (MegnUpe 2B| 
4,615.600 Joanne Clark. Lincoln 
3,615.600 Nicola Orbell. Hedingham Essex 
NARC (The Hit Squad] 

2,003.150 (Completed) John Wilson. Camberley. Surrey 
2.001,150 Gaz 'Sexy Boy Hutchinson. Wragby Lines 
2.000.150 Andy Toilet Head* Manx, Louth. Lines 
NIGHT SHIFT (Lucasfilm/US Gold) 
S81 .300 David Humphreys. Munoe. Co Limerick. Eire 
$81,100 Paul Cardno. Formby. Merseysfoe 
S80.200 Andy Holgate. Manchester 
PANG (Ocean) 

B30.473 Aland Heaty. North Strand, Ireland 

700.000 Gaz Sexy Boy' Hutchinson, Wragby Uncs 

633,345 Paul Cardno, Formby. Merseyside 

PARADROID (Megatape 24) 

295.650 (Completed) Matthew Mole' Allen West Ewell. 

Surrey 

233.300 (Completed) Raza the Baz Kaz' Arshad, Sharjah. 
UAE 

1 14,570 Mtchael Gamett. Hatfield. Herts 
POWERAMA (Megatape 21) 

12221 ,200 Michael Gamett. Hatfield. Herts 
10,586.250 Mural Mustafa, London 
8.805,975 Damon Naile. Exmoulh. Devon 
PUZZNIC (Ocean) 

6,100,000 (Completed) Gaz 'Sexy Boy' Hutchinson, 
Wragby, Uncs 

5,998.000 (Completed) Ronal Brian. Lower Hutt. 

Wellington. New Zealand 

5,455.100 (Level 8-8) CC Barclay. Edinburgh 

RAINBOW (Megatape 24) 

32.350 Patrick Walsh. Formby. Merseystde 

10.715 Graham Keehng. Bournemouth. Dorsel 

10.025 Raza the Baz Kaz' Arshad. Shanah, UAE 

REVENGE OF THE MUTANT CAMELS 

(Megatape 19) 

356.080 (Completed) Matthew Mote' Allen, West 
Ewell. Surrey 

290,532 Gaz 'Sexy Boy' Hutchinson, Wragby. Lines 
280.532 Ultimate Sheep No Fixed Address 
ROBOCOP 2 (Ocean) 

14.358,500 (Completed) Ronal Bhan (Robo Wlz). 
Wellington. New Zealand 

14.356,700 (Completed) Gaz Sexy Boy Hulchinson, 
Wragby, Lines 

1 1. Ml. 100 (Completed) Matthew Dainty. Shrewsbury, 
Shrops 



with her 
humon- 
gous 
high* 
scores on 



4> 



ROBOCOP 3 

(Ocean) ^^^^^ 
2,000,000 Daniel 'Am»e* ^^^^ 
Greensmilh, Ellon Aberdeenshire 

I . 500.000 Joanne Clark. Lincoln 
HOD- LAND (Storm J 

471.100 (Completed) Ronal Bhan. Wellington, New 
Zealand 

389. 1 50 (Completed) Matlhew Mo*e Allen. West Ewell 
Surrey 

309.350 Graham Keeling. Bournemouth, Dorset 
SHOTAWAY (Megatape 18) 

79,570 (Completed) Jon Chapman Gnmsby, S 
Humberside 

65.070 Danny G, Dalion-ln-Fumess Cumbna 
51.790 Graham Keeling. Bournemouth, Dorset 
SMASH T.V. 

12.247.490 (Completed) Paul Canine. Formby. MereeysW 

I I . 255.360 (Completed) Patrick Walsh. Forniby. 
Merseyside 

10.B36.620 James Hoyte, Lancaster 
SUPER SEYMOUR (CodeMaslers) 

1 .523,300 Graham Keehng, Bournemouth, Dorsel 
SUPER SPACE INVADERS (Domark) 

27,31 1.111 (Completed) Joanne Clark. Lincoln 
3,210.930 (Completed x 3!) Matthew Mole 1 Allen. West 
EweH. Surrey 

1 .297.760 (Compleled) Wayne Perkins. Colchester. 
Essex 

SUPER SEYMOUR SAVES THE PLANET 
(CodeMaslers) 

511.800 Adrian Spink, Temple Ewell Kent 
TERMINATOR 2 (Ocean) 

184,550 Graham Keeling. Bournemouth, Dorset 
1 10,800 (Completed) Dam Ryan. Co Tipperary. Ireland 
100.150 John (Jojo) Cunningham. Leven. File 
TURBO CHARGE (System 3) 

15.870 Yoz Hutchinsonm Homcastle. Lines 

15.610 (Completed) Gaz Sexy Boy' Hutchinson. Wragfc 

Uncs 

15.250 (Completed) Graham Keeling. Bournemouth. 
Dorset 

ZYBEX (Megatape 15) 

393,000 (Completed) Joanne Clark, Lincoln 

^^—r-r*^^^^^— 391 .000 Scott Leach. 

Sulton Park, Hull 
V 276.000 (Compleled) 

Andy Toilet Head 
^^^^ Manx. Louth, Lines 

m • Sean Chapman 1 

p b^^^^^^B -M h '9^ esi 

L B^J^ufl Continental Circus is a 

^ I staggering 3, 994, 620. I 

L I thought it was pretty 

I Impressive for a 
^ worthless humanoid — 
^^^^^ he doesn't look too 

S^fc Y happy about it though... 
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CALL US ON: 24 HOUR CREDIT CARD HOTLINE 0902 25304 
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TDGI KMfl GREAT ESCAPE 



NEW BACK CATALOGUE 



WCHT0-HER/TURE3 _._J« 

CK»S£ 10 1000) NEW JM 

D*RW,W( jjj 

GABUMS I __ — 331 

HERO OJES! JJ| 

J*OC KHf NEW 139 

KENTUOCV RACKS _ 29B 

OK CfFt^ UJ 



HWinDMOnMIHW 

SQUASH NEW 3 99 

«"XWTEfl. — NEW J 99 

3>flTW»ttJ0HNaWAY9NEW_. -299 
SjPREWCY NEW 439 

TuniEBi(TNEaaiop)Ottjei *39 

WCWJ3 CLASS BUGS' SEW 499 



CBM 6-1 Fi:i.I. VRICE 



CASSOtSC 

30 CONSTRUCT** KIT 17.9817.98 

ADOAUS FAMILY 7*10.99 

ALIEN STQflM MB 1 1 99 

BEAVERS NEW .7.99 10.99 

BLUES BROS.— 7.991099 

BONANZA BROS 199 11.99 

BRIDES Of DflACULA. 73910.99 

BUOOKAN 7*1099 

CATALYPSENEW 7*10-99 

CHUCK ROCK J€W 7* 1099 

COLLOSSUS BRIDGE 4 19910.99 

COVER GIRL POKER 8*1099 

CREATUES2. 199 10.99 

CYCLES AH JJI 

DIE HARO 2 ,- 7* 10.99 

DYNABLASTERS NEW 199 1 1 JB 

ELVIRA ARCADE 7*10* 

EXILE 8*10* 

FWAtBtOW _ M9JM 

FINAL RGHT 1*11* 

FUN SCHOa 3 |U5 ORS-7 OR7.)9*1 2* 
FUN SCHOOL 4 (U5 ORS7 OR7,)9.9912* 

G-LOC jCW199 Jtt 

GATEWAY FRONTIER N/A 17.99 

GRAND PRIX (D 4 H) 7M..J*A 

HERO QUEST . DATA DISC 8* N A 

HUOSON HAWK 7*1Q99 

INDY HEAT 19910.99 

INT. SPORTS CHALLENGE 7* ,.m 

LASTNINJA3 ,_9»13* 

LIVERPOOL NEW .7* 1099 

MILLEN"UM WARRIORS NEW.7.99..N/A 
NORTH AND SOUTH. 

OUTRUN EUROPA 

OVER THE NET 

PARASOL STARS 

PIT FIGHTER 

ROBIN SMITHS INT CRICKET 7* ..N A 

ROBOCOD JCW19B.JM 

RODLANO 8*1199 

RUBICON 7* 10* 

RUGBY WORLD CUP 7*10.99 

SGPAsaEsmftXY 

aOUECG U.99..JM 

SHADOW DANCER _1»11J9 

SHOE PEOPLE 7*10* 

SIM CITY 13.99 

SIMPSONS -7*10* 

SUAHTV 7.99 10 99 

SPACE CRUSADE -7.99 1C 

SPACE GUN 7*' 

STEALTH FIGHTER 10.9913 99 

SUPER SPACE INVADERS 7tt 10 99 

TERMINATOR 2 

TOP WRESTLING 
TRIVIAL PURSUIT. 
TURBO CHARGE 

ULTIMA 6 

WWTERCAMP™ NEW.7*10.99 

WtfTER 

SUPERSPORTS 92 7M10* 

WORLD OF SOCCER 1.99...NVA 

WWF WRESTLEMANIA 8991099 



CBM fi-l CARTRIDGE 



BADLANDS NEW 9.99 

BATTLE COMMAND ..NEW 14 99 

BEAST ...-14.99 

CHASE HO 2 14.99 

CVBERBALL NEW 999 

NAVY SEALS 14.99 

ROBOCOP 2 14.99 

ROBOCOP3 NEW 14.99 

TOKI _ .NEW .....14 99 

VINDICATORS NEW 9.99 



J.99 -JM 

19911* 

7*1099 

NEW.79910M 
7*1099 



7J 

, NEW 7* 13* 

10*13* 

, 1*11* 

WA 17.99 



COMPILATIONS 



ADDICTED TO SPOtTS 

MO TINNtf rout MM nu 

OAUHrUT 4 WOULD CUP 

itjuu inno 

CASS 10.99 

MEGA SMMTt 
fUMMH OAMI5 1 A 2. 
W1KT1A GAMES, GAMES 
SUMMM EDITION 
CASS 10,99 

OUATTVtO Ml OAST AJtS 
O S lUIPHAffT ANTICS, 

oiorooT, sky man stuhtman 

A UTTU POff 
CASS 3.99 

umcn councnoH 
01 fturaunus, at hotshots, 

Gl SUMtSTAl SOCCER A HAUA 
1990 

CASS 7,99 DISC 10.99 
SOCCER 6 

BBOOKIMG 
CASS 7,99 

TWO HOT TOO HANDLE 
GOLODI AXL TOTAL UCALL 
SHADOW WJJUUOI A SUHt 
09W ROAD RACER 
CASS 10.99 DISC 13.99 

nrj 

MTMU, BAMANPS, SKULL AND 
CROSMOMU.STUN RUNNER A 
ISCJLM-RoiOT MON5T1RJ 
CAM 8.99 DISC 11.99 

4 MOST WORLD SPOflTl 
•RID IRON 3, RitWAII, UCHI 
MATA JUDO A RASKETPAL1 

CASS 3.99 

4 MOST BALLS. ROOTS A 

SuuSb 



CHAjVT ATTACK 
LOTUS BSMfT TURBO 
CHALLENGE, SU««CARS, CLOUD 
KINGDOMS, IMMSIAMOU A 
GHOULS 
AND GHOSTS. 
CASS 10.99 DISC 13.99 

AIR/ MA SUPREMACY 
SluNt SUVICL CAUItR 
COMMAND. GUN SHIR, P47 
THUNDERBOLT A F 1 5 &TRHKI 
1AGLI 
CASS 1 1.99 DISC 13-99 



GOLDEN 



SUPER SEGA 



>en ax1, iswat, shinobi. 

super Monaco gp a 

crackdown 
cass 13.99 disc 13.99 

board genius 
scrabble deluxe, deluxe 
monopoly. risk k cluedo 

MAJTtfc OITICTTVI 
CASS 11.99 

MOVIE PREMIER 
TEENAGE MUTANT HERO 
TURTUS GR1MUSM SL RACK TO 
THE PUn/tl 3 A DAYS oi THUNDti 
CABS I0.99 DISC 13.99 

ADD tCTl D TO FUN 

RUBBU BOULlf RAINBOW 
ISLAND, A NEW ZEALAND 
fTOVY 
CASS 7.99 DISC 10.99 

TUT DRIVE 3 COCUCTION 
TEST DRIVE 3 (THE DUAL), 
MUSOSCAftS. SUfltPION 
CHALUNGT SUPtR CAABA 
CLAIFORN1A CHALLENGE 
DISC ONLY 1 7.99 

POWER UP 
KAMBOW tSUNOS. ALTS RID 
BEAST X-OttT TURRKAN A CHASI HQ 
CABS 1 1.99 DISC 13.99 



DOUBLE, RUGBY BOSS A 
AUSTRALIAN RULU FOOTBALL 
CABS ONLY 3.99 

NINJA COLUCTION 
SHADOW WARRIOR, DOUBLE 
DRAGON A DRAGON NINJA 
CASS 7.99 

MAX PACK COMPILATION 
TUR1ICAN 3. ST DRAGON, SWIV 
A NMNTBHIFT 
CASS 1 1 .99 DISC 1 3.99 

TNI HITS 3 
EATURASf SUMM1R CAMP, 
iNARB, HAATSiOCBR A 
RETROGRADE 
CABS 11.99 DISC 13.99 

CARTOON COLUCTION 
DIXXY, SUONTIY MAGIC. 

UTTU PUFF, SEYMOUR 
GOES TO HOLLYWOOD, S 
PIK1 IN TRANS Y L VAN I A 

A as 

BLSPHANT 
CABS 7.99 



SUPREME CHALLENGE 
EUT^J 

CUB B.BO 



TfTRlS, STAROUDf R t 
NT1NEL A ACE 3 



ITS TV SHOWTIME 
KRYPTON FACTOR, BULL5SYI, 
BOB'S FUU HOUSE A EVERY 
SKOND COUNTS 
CASS 7.99 

DIZZY COLLECTION 
DIZZY. FAST FOOD, FANTASY 

WOltLD DIZZY, TREASURE 
ISLAND DIZZY, A MAOKLAND 
DOZY 
CASS 7.99 

MEGA MU 
OPERATION WOLF. BARBARIAN 
3, DRAGON NINJA A THB RIAL 
OHOSTBUST1AS 

DISC ONLY 5.50 

SPffOAL ACTION 
DRIUML CAPTAIN BLOOD, THE 
VMDKATOa, BDf A DAJJY 
VHOMPBONS OLYMPICS 
CABS 5.90. 
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was ihe - 
naive wizard's assistant 
who fiddled with a 
forbidden chest and 
released a host of tiny Fuzzballs 
which quickly spread throughout 
the castle. In his panic, trying to 
stop them, the hapless 
apprentice mistakenly turned himself into a 
Fuzzball! 

01 course, his master was lunous when he 
returned, and sentenced Ihe poor lad to remain in 
his fuzzy form. The apprentice would only be 
allowed to return to his human form by returning 
all the Fuzzballs and the jewels they took with 
them 

This involves jumping around 50 platform-filled 
screens, collecting Ihe gems and blasting the 
Fuzzballs However, this doesn't dispose of them, 
but merely reduces them m size temporanly. At 
this point they can be knocked off their platforms, 
but if you're not quick enough they regrow into 
differently coloured more intelligent Fuzzballs. 



System 3 



his platform puzzler s far-removed from the 
usual System 3 epic arcade adventure, but i 
it's anything like the Amiga original, it's 



sure to be a big hit. 

As the title suggests, you control a furry little 
fellow, but he wasn't always that way. In a 
variation on the Sorceror's Apprentice story, he 



..am.. 
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CodeMasters 

An unusual departure for the 
normally arcade-mad Codies is 
this footy management game — 
we can't remember them doing one 
before. 

Nevertheless, their first-time shot looks 
set to hit the target. Most impressive is the 
arcade match sequence, with players 

zipping around the overhead- 
view, flickscreen pitch. 
Realistically, the players on the 
field behave according to their 
statistics — some are faster; 
some more intelligent. 

Of course, there's tactical 
options aplenty, including 
transfers, team selection, 
formations, training, injuries and 
substitutions. In addition to the 
league, you can go for glory in 
the cup when 1st Division 
Manager kicks off soon. 
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Your tricky task is made harder by a tight lime 
limit. 

Having played the Amiga game, we can say it's 
one ol those infuriating but strangely compulsive 
games — and there's no reason why it shouldn't 
convert perfectly to the C64. Watch out for the 
Fuzzballs when they're released at the end of this 
month. 
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CodcMasters 



This could be the hottest racer si 
Mansell. Based on the Codies console 
classic Micro Machines, it's an overhead 
view jobbie in the mould of Hof Rod or Supercars. 
This goes one better, however, with a Grand Pnx 
championship utilising famous international tracks, 
including Silverstone. 

Steer your car round the course Superspnnt- 
style with left/right to rotate, and fire to accelerate. 
Ltke Mansell. you're allowed to take short cuts 
across the grass, but hit the tyre wall and your 
car's wrecked. Before each race, your position on 
the gnd is determined by a qualifying lap. In 
addition, you can challenge any other driver — 
beat him in the race and you can nick his carl 
Trouble is. slower dnvers can also challenge you 
and lake your car. 

It's certainly compulsive stuff Most scintillating 
of all. though, is a Micro Machines-s\y\G two- 
player mode. This is a head-to-head contest with 
both drivers trying to get one screen ahead This 
removes one of the loser's six lights and adds one 
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DES: 'What a 
strange match. 
Any comments, 

immy?' 
MY: 'Well it's great to be 
on the telly again, and I like 
that drawing they've done of me. even 
if the chin's not quite big enough.' 
DES: 'Yeah, but they'd have had a job 
fitting it all onto the screen. Mind you, and 
here's a fact, the game's of epic proportions 
too.' 

JIMMY 'Yes, but don't you feel it lacks the likes 
of Peter Beardsley? — I've always said he's the 
man for the job.' 

DES: 'But whal about that diary, so the 
manager can plan out his week by placing the 
various management icons at different times?' 
JIMMY: 'An excellent move, and one which I 
personally recommended several years ago. 
Not that I'm boasting or anything.' 
DES: 'Perish the thought, Jim. And that 
overhead match view's a bit special too.' 
JIMMY: 'As I've always said, I like looking down 
on people.' 

DES: 'Just as long as you don't patronise the 
folks at home — perish the thought.' 



ti/ i*» (hi m * 



to the winner's — it's a sort of driving tug 

Get ready for the green light when this slick 
racer's reviewed next ish. 




JIMMY: 'I for one can't wait lor this one to kick 
off. Whether the omission of Beardsley will 
have any effect we'll have to see.' 
DES; 'Just to tell the folks at home. Match Ol 
The Day will be shown, exclusively on 
Impulze, next month And no doubt the 
computer pundits will give their half-time 
comments. Anything to add, Jim?' 
JIMMY: Yes. Peter Beardsley Is a wonderful 
little player. See how he swept it in with his 
right fool? Shame about his computer game, 
though,' 

DES: 'Not to mention the pudding-bowl hairdo, 
eh viewers?' 





'QaStaHvIS m M|laH qetkogh,' as the eld lingon saying goes (which 
roughly translates u 'lour thousand throat* oioy bo cut In ono night by n 
running man'). Yos, I'm trying to loom a bit of the lingon language, not 
that there are many ling ens around but cm a Trokker I fancy trying. So 
welcome to the best tips section this side of the Horsehead Nebula. You'll 
find 'em all here: solutions, hints, maps and cheats for the latest C64 gam 
This month I have for you the first Tips Clinic, an Addam* Family solution, 
complete solutions to The Bed Saved, Big Nose's American Adwntvrm and 
first Islane) of Creafures 2, plus tips on the mega-brlll Space CrwsaeV. So 
forget the rest and read ZZAPI 'cox It's the best (and I'll hit you if you 
disagree). 



Pressing the 
Commodore key allows you to skip levels, while 
the RUN/STOP key makes you invincible. 



SPACE CRUSADE 

Gremlin 

Mark Crisp is the sender of these very handy 
Space Crusade tips, so strap on yer 
Terminator armour, grab a Storm Bolter and 
prepare to enter the tray. 

• Before you select your equipment on the 'Set 
Up' screen, you should decide your tactics. If 
you're planning a lightning, guerilla-style raid 
without killing too many aliens, just go tor Storm 
Bolters. But for the 'gung-ho', alien-splattering 
merchants among you it's best to grab the heavy- 
duty ordnance, though this does slow your men 
down a bit (don't you mean a lot? — Corky). 

• Destroying Dreadnoughts is easier than you 
may imagine, even though these muthas carry 
two heavy weapons and a Bolter. It's simplicity 
itself to lure one into a doorway (especially in the 
Seek And Destroy mission), It you have 'Master 
Control' over the doors you can close 'em at a 
distance. II not, rmake sure your Commander has 
plenty ol hit points left and stand him outside the 
relevant doorway (the Dreadnought should come 
to him). 

• If you take Close Assault Blades as pan: of your 
equipment, you'lll be able to throw an extra light- 
weapon die in hand-to-hand combat. The beauty 
of this is that yout can attack diagonally. This 
manoeuvre is especially handy against Gretchins, 
'coz they can't defend themselves when attacked 
from this directioin. 

When you enctounter a group ol Grelchins or 
Orks. the most etffectrve way to kill 'em is to use 
the Assault Cannon (especially if a Targeter Is 
attached). If the cdice roll Is sufficiently high, you 
should be able to retire a few times and hopefully 
wipe 'em out. 

• Each 'Chaplerr' carries at least one piece of 
equipment that's > unique to them. Blood Angels 
possess a Bionics Arm (this gives the commander 
tremendous stretngth). Imperial Fists carry both 
Suspensors (usead to negate the weight ot heavy 
weapons) and a ComtH-Weapon (a rare and 
prized ob|ect (halt's two weapons in one). Ultra 
Marines can carrry a Bio-Scanner (an advanced 
general purpose i scanner). Digital Weapons 
(Increases hand-to-hand ability of Commander) 



and a Medl-Pack (this restores all the 
commander's life points). So choose your team 
carefully. 

REPLAY POKES 

Here are some handy Action Replay POKES 
from Adrian Sharp who lives In Cumbria. 

BLUES BROTHERS 

POKE 11350.189 Infinite Lives 
THE SIMPSONS 
POKE 3270,173 Infinite Lives 
POKE 12712.173 Infinite Paint 
SPACE GUN 

POKE 2934.181 Infinite Credits 

3052,181 

15483.165 



WHO'S CLIFF 
BURTON? 

Here are some handy POKES from 
someone who's a big Cliff Burton Fan 
(whoever he is) and sounds a complete 
nutter. 

AODAMS FAMILY 

POKE 7265,173 — Infinite Lives 
PP HAMMER 

POKE 881 8, 1 73 — Infinite Lives 
POKE 8717,173 — Infinite Time 
SYS 4096 
DJ PUFF 

POKE 41647.173 

POKE 41666.173 — To Get Rid of The 

Nasties 



IBIO NOSE'S AMERICAN ADVENTURE 

I Code Masters 
Richard Beckett from York is back, and this time he ain't taking any prisoners. First we have a 
complete solution tor Big Nose's American Adventure. 

I General Tips 
Keep lobbing the rocks around coz they're unlimited. Shoot everything you see. and don't pick up the 
potions or the beer. The beer reverses control of Big Nose, so if you do collect it head for a sale positioi 
and wait tor the effects to wear otl. The potion Ireezes Big Nose, so here you just have to pray that 
I nothing hits you until the effects wear off. 

' Level f — Manhattan 

■ Go right along the ladder, climb up and collect the hamburger Climb onto the platform above you. jun 
I on the platform to the left and jump left along the next three platforms Jump onto the scaffolding bolte 

I onto the building to your left, leap onto the platform on your left. Jump to the platform to the far left am 
L collect the drink, now jump on the platform to the right. Collect the hamburger and |ump to the right 
I platlorm, now jump up to collect the dnnk. 

Jump along the platforms to the left of the screen, jump up until you reach a key. Collect it and go 
down to where the wall to the right ends, jump to the nght ol the wall and go up. When you reach the 
I top ol the screen, fall down between the two walls. Go right and climb up the ladder, jump over the be 
| and go left. Climb up the ladder and go right (jumping the potion on the way), and then go up the 
P ladder. Fall down between the walls and keep going nght. so you go through the gap in the right wall. 

■ Go right (jump the potion), go up the ladder and head left (jumping Ihe beer). Go up and nght. slant 
I on top of the wall and jump to the right. Collect the extra life and go left to the top ol the screen, now 

P climb the ladder to Ihe giraffe. Collect it and fall down to the long platlorm, now go right to the end of t 
_ screen. Climb the ladder and go left to the key (dodging the beer), collect the key. 

Fall down to the long platform and fall through the small gap m it. Go right and fall down the gap at 
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THE B OD SQUAD 

Zmppelin Gaimes 

For all you poor sods still tearing your hair 
out here's the i complete Bod Squad solution 
thanks to Richard Beckett. L = left, R = right, 
U = up, D = down, and U/L = up/left 

Level One Solution 

R, D, D, R, U. juimp up through spinning wall 
(hen the wall abtove that moves when touched, 
U, R, D, R, R, D), U. |ump up the left wall on the 
Invisible floors, LL, hit switch, D, D, stand on 
block, jump U/U, hit switch, D, R, stand on 
disintegrating floor, fall down and land on left- 
hand ledge, L, U, hit switch, D, L, D, hit switch, L. 
hit switch. U, L. Ihit switch, R, R, push block to 
right of hole, hit the lour switches, L, L. U . stand 
on block, R. D. R, R, R, hit switch, L, U, R, D, D 
(on left column),, L, U, R, hit switch, L, D (on right 
column) D, L, 0„ L, D, push block left so you can 
stand on It and jump up, U. D (right column), R. 
U, hit switch. D. D. 

Go through the floor that revolves when 
touched, L, push block right and then right again 
Into the far corner, stand on it, R. shoot left wall, 
L, collect potion. R. R. hit swrtch, U. U, U, collect 
potion, D, D, L. hit switch. R, head-butt the wall 
containing the switch, D, L. L, U, U, l_ U, l_ U, D 
(left column), hit switch, U, U, D (right column), 
D. (right column) R, R, R, U. D (right column), hit 
switch. D (wail), L, L, U. hit switch, D. L. U. push 
block under switch and stand on it, hit switch, D. 
R, R, R, U, R, U, U, D (left column), I. L, L, U, hit 
switch. L. push block under switch, hit switch, R, 
D. R, R, R, U, D (right column), D, L, D. L. L, L. 
D. rescue mini Bod, U. R, R, R. U. R, U. U, U. L, 
D, L, U. R. R. U, L U, D (left column), L, U. L, 
collect potion, hit switch, L. enter Tardis and exit 
level. 

level Two Solution 
R, stand on right of bridge and jump up to the 
switch, hit the switch and fall down, R. U, U. 
shoot the base of the wall and walk through as ii 
turns round. R, D\ L hit the switch, push the 



block right so it goes under the ladder, stand on 
block, U, L, U, U (go up the right ladder), push 
block left through the falling floor, D, push block 
right so it falls down the left side of the hole, D. 
hit switch, stand on block. U. L, U, hit top switch, 
hit bottom switch, D, D, L, U, R, U. L, push the 
block to the far right of the right-hand hole, D (on 
the right hole), hit switch, stand on block, U, R, 
bounce up on trampoline, hit switch, D, L, U, L, 
stand on left of screen and fall through the 
collapsing wall, hit switch, bounce up on 
trampoline, U, U, hit switch, R, R, R, collect 
potion. 

Fly L, L, L, D. R, R, push block down. D. push 
block slowly right so it falls straight down, push 
the block quickly right so it doesn't fall through 
the hole In the floor, R. push the block under the 
switch, stand on block, hit switch, L, U. U, L, R 
(on top platform). D, bounce up on trampoline, U, 
fail down right hole. D, R, U, U, hit switch, D, D, 
push the block left so it falls straight down 
through the wait, push block right off the 
platform. D. stand on the block, hit switch, D, D, 
D, D, L. collect potion, U L, stand on right ot 
bridge, jump up to the switch.U, L (through the 
door that opens), collect the potion, hit switch, R. 
D. R, R, R, collect mini Bod. L L, L. L. enter 
Tardis and fly to the haunted house. 

Level Three Solution 
Jump on moving wall, hit switch (the grey 
square, it turns green when on), R, R, stand on 
ghost to go R, collect potion, bounce U on 
mattress, wait for the potions effects to wear oft 
and hit switch, L, L, L, L. collect potion, R, U. R. 
stand on block, jump U, stand on fireplace, jump 
U onto higher platform. R. hit switch, L. use high 
jump on the left ol the stairs and go through the 
wall above, L, enter door (hold down fire and 
press up). R. D, R, R, U, L, collect potion, hit 
switch. R, D, R enter door. L, L, Jump U, L, enter 
the right hidden door (the hidden doors are the 
brown spots on the bookcase), rescue the mini 
Bod. enter door, L, D. R, enter hidden door (the 
black on the wall), enter Tardis to complete the 
game 



NAVY M O VES 



Stuart Caroy'e the sender ot these ass-Wcklng 
tips for tho recently re re leased Navy Moves. 
Take H away Stu. 

The access code lor part two is 2277. so here's 
the solution for part two; 

Go around the complex and kill the following: 
Machine Official, Transmission Official and the 1st 
Official. Search each of 'em and take note of the 
three code numbers (they're different every time 
you play). Go to Console One and type 'open 
door", then enter the code found on the Machine 
Official Enter the room and run left, the bomb will 
now be set. Go to Console One again and type 
'emerge", then type In the 1st Official's code. 

Next type 'stop motors' and type In the 1 st 
Official's code. Finally type 'transmit' and type In 
the Transmission Officer's code. The computer 
will ask you for the message, so type in 
'OABERBYAMDV Type 'end' to finish 
communication, then make your way to the top of 
the control tower and walk to the edge of the 
platform. Your submarine will appear and the 
enemy sub will explode (har, har) — now sit back 
and watch what happens. 

THE SIMPSONS 

Ocean 

Following on from the tips for Level One 
printed a couple of issues ago, David Ewing 
from Co Limerick provides some more help for 
those of you stuck in Springfield. 

Le vol 2 — Springfield 
Shopping Mall 

• There are only 12 hats lying around, so you 
need to knock another 12 off people's heads. 

Make sure you use the X-Ray specs before you 
jump on a person's head, if they're not mutants 
you'll lose half a life, 

• Standing on litter bins and jumping vertically 
reveals coins. 

A few screens into the level there's some tricky 
jumping to do over moving platforms suspended 
over a pit. THIS CAN BE AVOIDED — jump onto 
the second moving platform and jump vertically 
three times. The platform will rise to the top of the 
screen and carry you to the edge of the pit. 

The shopping mall consists of four floors, at the 
end of each floor is a baddie that Bart must defeat 
to progress. 

Floor 1 — Ctydei Use the litter bin to avoid his 
yellow Fnsbees. Jump on his bonce five times to 
destroy him. 

Floor a — Tho Big Shoo: Jump on the 
occupant's heads ten times to defeat him. Only 
jump on him from behind though. 
Floor 3 as Tho Magician: Disappears and 
reappear. Tricky to beat because there are no 
litter bins to Jump on, When he appears, jump 
over his missile and jump onto his head, Run to 
the far right or far left of the screen and wail until 
he reappears, repeat procedure until he's dead. 
Floor 4 — Mr* Botxt She drops suitcases on 
your nut from a great height. Bart must jump on 
the suitcases to send them back up to her. Hit her 
ten times and you're on your way to Level Throe. 

Lovoi 3 — Kroity Lewd L 

This is a short level, and one ot the easiest to 
complete- 

Don't miss any "proof of existence' lokena 
because Lisa makes the entt-of-lovol 



the sideshows, you'll 



the far right, go let climb the ladder and collect the shield. Fall down and go left, climb the ladder and ' I 

jump on the platfcrm to the right of the wall (this is where you grabbed the first key). When you get 1 

there go up. then (all down between the walls. Go right and then up the ladder, go left (jumping the m 

beer) and go up tfte ladder. Finally go up the nearesl ladder and rescue the lion I 

Level 2 - Wild West J 

Go right to the lacder and climb it. now jump left along the platforms. Climb Ihe ladder (jump the beer) 
and jump along Ue platforms to the right Go up the ladder and jump lelt along the platforms, then 
collect the key G> left lo the ladder (jump the potion) then go up. jump along the platform to the right 
while avoiding tht two beers. Go to the cage at the end of the platforms and rescue the snake. 

Go down and ollect Ihe key. then go up and jump along the platforms to the left. When you come to 
the ladder go dovn and |ump nght along the platforms. Go down the ladder and fall right onto the ^ 
ground, go right tp the ladder and avoid the potion while going left along the platforms. When you m 
reach the ladder thmb it, jump the beer and go nght along the platforms to the cage containing the 
parrot. 

Level 3 — tolden Goto Bridge ■ 

Go right (jumpinglhe two po(ions) and climb the ladder, go left along the platforms to the key Collect it 
and go up on theoiattorms. then go right Climb up Ihe ladder and go left (jump the potion), (all down 
the right-hand gai between the walls. Jump along the platforms to the left (jump over the beer), 
collect the two k^s at the far left Fall down and go right then climb up the ladder Go lelt. then up. 
then right and clinb the ladder. ■ 
Go left, then dfwn the left gap between Ihe walls. Go left (jumping the potion) and climb the ladder. ■ 
go nght then dim Ihe ladder Go right (dodge the beer), collect the life and rescue the tortoise. Go left 
and down to Ihe idder on the floor, climb down it and fall to the start position. Go down the ladder and I 
then right along tie platform (jump two beer barrels) to the cage. Now rescue the Gorilla and complete 
the game ________ 
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receive a free life. 
In the Duckshoot sub-game aim lor the ducks' 

heads, not the bodies. 

Watch out br the little girt sitting over the pool 
ol water, she ires little darts at you with uncanny 
accuracy. To set rid ol her you must hit the target 
on her right win your slingshot 

The Dizzy Doors game Is quite easy, once you 
know the order Imagine the doors are numbered 
one to nine In the following order 




You must open the doors in numerical order. 
But if there's no door number five, just go onto 
number six (and so on). After opening door 
nine (or the next highest one), go back to door 
one and repeat the process. Nine balloons are 
your reward for completing it. 
6 On the jumps over the organ pipes, only use 
the second and sixth pipe as these are the 
easiest. 

Watch out for the small acrobats, just jump 
over them while they're spinning along Ihe 
ground. 

You can get the rest of the balloons needed 
at the first tent outside the Funhouse exit. Just 
keep scrolling the tent on and then off the 
screen, a new balloon will appear each time. 

The jumps across the Big Wheel are among 
the trickiesi in the whole game. Jump on the 
roof of the tent, and from there onto the first 
carriage. Go lo the far left of the first carriage 
(as close to the edge as possible), and face 
nght. Now comes the tricky bit: hold down the 
fire button and jump to the right. With a birrov 
luck you'll land on the second carriage (which 
doubles as a trampoline), and bounce safely to 
Ihe other side. Give yourself a big pat on the 
back if you make II across. 

Sideshow Bob's easy to beat if you have Lisa 
helping you. Just stand at Ihe lar left of the 
screen and let Lisa do the rest. 

There's a secret coin room inside the 
Funhouse. Drop onto a hidden platform in the 
big clown's rnoulh Irom the screen above (drop 
off the right-hand side of the highest platform 
on the left). When on this hidden platform, jump 
straight up to enter the bonus screen, 

Uvtl 4 — Springfield Natural 

History Mvi*um 

This level may have the best graphics in the 
entire game, but it's the hardest as far as 



jumping Is concerned. 

To get bonuses out of the glass cases, jump 
on Ihe glass three times. 

You can stand on the bottom ledge of every 
picture frame (this is more useful than you 
might think). 

Be careful of pictures featuring Zebloid 
mutants, they come to life if Bart stands too 
close to them. 

The laser beams are easier to pass than you 
may think: as long as Bart doesn't jump, only 
the beam on the bottom kills, 

The small beetles In the Tropical Forest 
home in on Bart, so keep moving. 

You can [ump on the horizontal branches of 
the trees, 

The river can only be crossed by jumping on 
the crocodiles. Only jump on the first crocodile 
when it starts moving. 

The monkey only fires coconuts along three 
levels. Jump over the monkey while it's firing its 
bottom coconut. 

Don't rush when trying to pass the spiders, 
It's easy to make stupid mistakes. 

Use the Jebediah head of invincibility to gel 
the exit sign on the left of the glass case 
(warning: invincibility only lasts about five 
seconds, and there's no warning before it 
goes). 

You must now enter the Egyptian pyramid via 
a tricky tunnel of disappearing red platforms. 
The sequence Is: . 
Long jump 




forward 

Long Jump forward 
Short |ump back 
Long jump forward 
Short jump back 
Long jump forward 
Long jump forward — and you can only jump on 
the red strips. 

The next bit is marginally easier. You have to 
jump on the boulders as soon as they appear, 
or the one you're standing on will disappear. 
Just jump the snakes. 

You'll now be on a screen with three statues, 
a sarcophagus and loadsa beetles. At the foot 
of each statue is an invisible platform, so stand 
under the left-hand statue and jump on the 
platform. Ankhs will appear on each statue. 
When one appears above your head, jump to 
pick it up. After about seven ankhs the screen 
will shake and you'll be able to move on. 

You must now defeat a Mummy. As soon as 
the Mummy appears, run left and jump on the 
hidden platform at the far left of the screen. 
You're now safe from the Mummy's fire. Jump 
on his head and steer Bart to land on the 
hidden platform. Repeat until dead, but beware 
'coz if the Mummy leaves the screen on the left 
a new 'un will appear on the right. So keep the 
same Mummy on the screen at all times, 
jumping on his head five times to kill 'im. 

Next is probably the hardest jump in the 
game. It consists of a river of lava flowing from 
the top of the screen to the bottom, and a log 
that moves from the background to the 
foreground. Needless to say It 



I've been 
premising a Tips 
Clinic fer a long 
time, this month 
Steve has 
threatened me 
with the dreaded 
P45 if I don't 
comply. Erai, so 
without further 
ado here's the first 
customer... 



1 



I 
I 
I 

i 
i 



,. (I think it— s anyway, his handwriting's as bad as mine) from Kent is after the 
/olds for Stag ^diy I don't have them to hand, but if any of you lovely readers could help 



Luke, 
passwc 

Luke wffte to me at the" usual address and I'll send 'em to him. 

Mr Gibbins from Twerton in Avon, rang up to ask about a possible POKE for the recently 
released Silent Service to give infinite torpedoes — the game contains a flaw whereby you don't 
have enough ammunition to complete later levels. 

Well, even better than a POKE is this easy cheat. At any time during the game, press 
RUN/STOP. When the cursor appears, type in RUN and press RETURN to continue with a full 
quota of weaponry. 

Andy Thorn from Norfolk's after any more tips for the recently Megataped Trashman, again if 
anyone can help write to me and I'll bin it, er, I mean hand the info onl 
o Christopher Nicholls from Plymouth's after an infinite lives POKE for Turbo The Tortoise. 
Anyone? In the meantime, Chris, I can tell you that if you press the left arrow key on the C64, you 
skip to the next level (thanx to Jon Potter for that little snippet). 

:■ Marc James from East Lothian has asked me for any Blues Brothers tips. Well, the ones sent 
in by Michael Tweedale from Swansea are winging their way to you in the post. Marc. The rest of 
you'll have to wait till next month when (space permitting) I'll print 'em. 
m Dean Graham's pulling his hair out over System 3's Tusker. He constantly reaches the 'pink 
slug' in the desert of Level One but is killed by the swine. Just drop the acid on the chain that 
tethers the foul fiend, then get outta the way... quick! Okay? 

• Mr K Gould wanted tips on the excellent 'chop suey' game Last Nlnja 2. They were printed a 
tew issues ago, but I'm In a good mood today so they're on their way to you as we speak. Mr 
Gould. 

• And finally Darren Hare's asked for non reset tips tor Exolon, RoboCop, Armalyte and Ikari 
Warriors. Any takers? 
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can only be jumped on when it's In the 
foreground. Jump when the log's about two 
thirds of the way down the screen and leap off 
immediately Hold down the fire button during 
both jumos. 

In the series of jumps across the stones, you 
can only step on the crocs' heads. 

The next bit Is tough as you must pass a fire- 
breathing dinosaur. Just to the left of dlno's 
head are two invisible platforms, one on top of 
the other. Avoiding the dino's fire, jump onto the 
first platform, then the second and from there 
onto dines bonce Hold the joystick right or he'll 
bounce you into the pit at the back of the 
screen. Three hits will stun him, so jump onto 
the top patform again and from here a long 
jump onto dino's back. 

Here you'll meet Dr Marvin Monroe, so stand 
under a picture frame. Use the Doc's head to 
bounce onto the frame, Homer 1 !! do the rest. If 
Homer ain't helping you, just bonce on Doc's 
head till he's dead. 

If you've more than five lives as you enter the 
last level, give yourself a big pat on the back as 
you're doing very well. 

Level 5 — Springfield 
Nv€lm0r Plant 

Plenty of jumping Into, under, over and between 
aliens here. 

The flashing rectangles are the nuclear rods. 

The combination for the first door is two. 

Now and again Lisa will pop up and tell you 
the combination for the level you're on. 

You can summon Homer by using the donuts 
lying around. He'll kill any aliens that get in his 
way. 

The reactor's in the basement. 

Here are the combinations 
BASEMENT: NONE 
FLOOR ONE : 2 
FLOOR TWO: 31 
FLOOR THREE: 23 
FLOOR FOUR: 10 
FLOOR FIVE: 8 

The floor number's above the lift if you're not 
too sure. 

To save time, only visit the basement when 
four rods are in your possession. 

TREASURE 
ISLAND DIZZY 

CorfeMmftn 

Are you Ihavlng trouble finding all the coins 
In Treasure Island Dizzy? If so, fear not 'coz 
Freddy The Frog (another QI'yaH nutter) 
tells all. 

1 . At thei start, in the water beside the beach. 

2. At the* start, under the left-hand plant, 

3. Besid»e the sign to the left of the start. 

4. Under the plant, beside the bridge. 

5. On thte bridge. 

6. First window of the hut, at start of tree 
house. 

7. In the ciump of yellow mushrooms, ai the 
bottom off the tree house. 

9. Bottom of the treehouse, below the first 
trap. 

f. Above the first trap, in the second safety rail 
on Ihe ngjht 

1 0. Left, of the lowest trap, last tree on screen, 
bottom pliattorm. in the tree trunk. 

1 1 . By tlhe small hut, in the trees. 

I 2. Undler the second trap, in the frees 

1 3. Besiide the hut. above the second trap. In 

the troes. 




THE ADDAMS 
FAMILY 

Ocean 

P Lindsay from Weston-Super 
Mare has sent this very handy 
The Addams Family solution, 
so thanx go to him/her for the 
effort. 

Part One 

In door, left (bottom of 
screen), in door. left, left, get 
key, right, in door, right, left 
(lop of screen), left, in door, right, right, get 
key, left, left, in door, right, in door, left, right 
(top of screen), right, in door, right, in door 
(bottom of screen), left, left, left, in door, get 
key, in door, right, right, right, in door, left (top 
of screen), up. left. left, left, left, in door, gel 
key. in door, right, in door (top of screen), left, 
rescue Pugsley. right, in door, right, right, right, 
down, right, in door (bottom of screen), right, 
right, right, in door, right, right, right, in door, 
right, rescue Lurch, left, in door, left, led, left, in 
door, left, left, left, left, left, left, in door, left. In 
door, level complete. 

Part Two 

Right, left (top of screen), in door, right, in door, 
left, tn door, right, right, down, in door, left, 
down, right, right, right, in door, right, right, in 



c 



door, right, in i 
(right-hand sld» 
door (top of 
screen), left, dc 
left, left, left, left, 
in door, right (bot 
of screen), in doo 
left, left, get key. ri 
right, in door, up, If 
(top of screen), in d 
left. left, rescue Mor 
nghl, right . in door, d 
(left-hand side), in dc 
right, right, right, nght 
right, in door, in door 
(bottom of screen), in r. 
(left-hand side), left, let 
left, in door, left (top of 
screen), left, left, up, nght, in door. up. left, lei 
door (bottom of screen), right, right, right, ngf 
door, right, right, in door, level complete. 

Part Three 

Right, nght, nght. in door, left, In door, right, n 
right, down, left, left, in door, down, left, in do* 
left, left, left, m door, left (top of screen), left. I 
in door, right, right, up. rescue Granny, down 
left. down, get key, up, in door, right, right, rig 
left (bottom of screen), left, left, down, right, n 
door, rescue Thing, in door. up. right, in door 
hand side), left, right top of screen), In door (t 
of screen), left. left, in door. left. left. left, resc 
Wednesday, complete game. 



1 4- Where the platforms 
make a sort of 
crossroads, last tree in 
the middle of the screen, 
on the left, in the tree 
trunk. 

1 5. First safety rail, on 
the right, near the hut at 
the top of the trees. 

1 6. Small platform, in 
the trees. 

1 7. Under the plant, 
above the entrance to the 
mine. 

1 8. Down the hole in the 
bridge, near the cursed 
treasure. 

1 9. Down hole in bridge, 
go left. 

20. On the deck of the 
sunken ship. 

21. Under the skull, 
beneath the yellow 
stationary jellyfish. 

22. Go up in the air 
bubble, then head right. 

23. Down Into grave, go 
right. 

24. Down In grave, go 
right twice. 

25. Down In grave, lind 
the hole In the floor. 

26. Beside the skull on 
a stake, 

27. Under the large rock 
beside the totem pole 
29. By the shop. 

29. Rkght of the shop, 
next screen, under plant 

30. At the hartwur (you'll 
have to use the boat to get 
there). 
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COMMODORE 64 CHEATS 
0891 lOI 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMETIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I 
AND 11/ 
BARBARIAN II 
INTERACTIVE SOLUTION 
0891 442 022 
COMPUTER FUNLINE 
0891 445 799 
FIRST SAMURI HELP LINE 
0891 445 926 
WHIZZKID COMPUTER QUIZ 
0891 IOI 255 

For details of our other helplin 

Dial 0891 445904 



ALL LINES UPDATED WEEKLY 

PROPRIETOR:- Jacqueline Wright, P.O.Box 17. 
Ashton-Under-Lyme, Lanes. 0L7 OWW 

Calls cost -16p per mln at 'cheap rate' and' 
48p per min .it other times 
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4. Pause here and flame 
the bomb, then shoot It 
right. It'll blast out the 
rock so Clyde can 
eventually reach the 
cycling creature. 



5. Jump 
back over 
the acid pool 
and drop 
down to 
position 6. 



1. These platforms 
sink Into the acid, 
so beware as you 
leap on them to 
shoot the fire 




2. When 
this 
guy's 
dead a weapon 
potion's revealed, 
grab It. 
3. Switch 
to wavy fire 
and shoot 
the bomb 
so it falls to 

position 4. 

7. Stand by the 
Acme Press 
and shoot the 
lever behind 
creature, the cycling creature. When 
make sure you jump he moves, jump over him to 
over the low bullets. complete the level. 



■ » |3 




1. This creature's the 
cause of your problems. 
He throws the Fuzzys off 
the platform without 
mercy. 

2. Clyde and pal are on 
hand with a trampoline. 
Tilt it left or right to 
bounce the Fuzzy to 
position 3. 

3. The Fuzzy' s safe, move 
back to position 1 for the 
next customer. 

4. Qfven a chance this 
Demon will grab a 
bouncing Fuzzy, this costs 
you time. You can't do 
much about him, just keep 
your fingers crossed. 

5. Collecting several of 
these rewards you with an 
extra life. 



1 . Jump 
across the 
gap and 
push the 
boulder right, to the 
edge. 
2. As 
the 
ball- 
oonist 
moves 
close, 

and the bird 
(position 3) moves 
from left to right, 
slide down the 
ramp. As you land 
on the birds head, 
waggle the joystick 
to move the bird 
upwards and block 
the gap. 

3. Jump off the bird 
(position 4), and push 
the boulder across to 
the Acme Snowball 
Machine. 




i 





Exactly the same principle as the first Interlude screen applies here. 
Catch the Fuzzy as he/she falls, avoid the Demon and bounce them 
to the other side in the time span alloted. 




£ Thalamus 

This is already my favourite game of '92 
and we're only halfway through the year! 

^fljeff ' 01 St '" s,uck on some of the torture 
Aftf 1 screens, but with Matthew Allen's 
jLav"fi|£Ol complete solution I'll be laughing all the 

HsWTi* wa y to the end 

screen. We kick off with 
Island One this month, the rest 
following next issue... 
rite Cheat 

On the high-score table, wet your finger 
and rub it vigorously across port 1 . (A 
similar method is used to 'activate' one 
of my fave pervy demos! — PD). 
You'll know it's working when the big 
Clyde sprite changes lo Maximus 
Mouse. You now have infinite lives. 
If. for some reason, you quit the 
game you'll have to perform the 
cheat again. 



i 
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1-Thls Isn't as 
tough as It looks. 
Kick the bugs as 
they drop from 
the Bug-Matlc, 
Into the Acme 
Vac. 

2. They'll then fly 
out of the pipe 
that's currently 
highlighted. To 
select a pipe, pull 
up or down on 
the Joystick. 

3. The bugs then 
hopefully hit the 
Demon. There're 
three to kill 
before you can 
move to the final 
part of section 
one. 



Well that's it for another 
month. Thanks go to all 
the people who sent in 
tons off tips. It makes a 
change not having to 
look in back issues for 
stuff to fill the pages. 
Next month'll hopefully 
see the same amount of 
work from you, send it, 
or indeed any queries, 
to IT'S CORKY, ZZAP!, 
Case Mills, Ludlow, 
Shropshire SY8 IJW. 
'batlh Daqawlu'taH', as 
the Klingons might say 
(which translates as 'you 
will be remembered 
with honour'). 





1 . Wait until the 
owl's on the 
right of the 
scrreen before 
picking up a 



2. After dodging the fish, 
drop the Fuzzy off here. 

3. Duck under the island 
and collect the Fuzzy 
here. 

4. To pass the squid, wait 
till he 
sinks 
down 
toward 
the 

seabed. 




5. drop the Fuzzy here. 

6. Dodge some more 
fish to grab the furry 
little bundle of fun 
here. 

7. Finally drop the 
Fuzzy off here 
before going back 
for his siblings. This 
then completes the 
first section of this wonderful solution. 
See ya next month for part two. 







JH|he lense silence is suddenly shattered by an 
eardrum-numbing explosion. The column 
behind me erupts into a thousand brightly 

shining fragments just inches above my head and. 

turning iround, I catch a glimpse o! Fatty Phil as he 

scurries off to hide behind a hunk of weird, alien 

sculpturre. 

Phil, vwho has been miraculously transformed 
from a slightly tubby, shambling individual Into a 
lean, miean, futuresque fighting machine, raises 
his heatd for an instant. Seeing my 
chance,', I aim my 




A Legend Quester lost in a world of his 
own, while outside the window the real 
world revolves as normal. 

blaster in the general direction of his face, pull the 
trigger and run for cover. I nearly make it too, but 
just as I'm reaching the relative safety of a group of 
colossal pillars a giant pterodactyl swoops down 
and. gripping me tightly in its outstretched talons, 
bears me aloft towards the distant stars.- 

Corky and lan are having a bit of a two-man 
tussle themselves, I notice incongruously, as the 
enormous beast wings its way even higher above 
the ground. Beneath me, I just have time to observe 
Phil as he gazes skywards with what I would swear 
was a smirking expression on his face. Aaaarrghl 
My throaty scream as the pterodactyl releases me is 
both heart-felt and involuntary, the faint echoes of it 
ringing in my ears as I plummet helplessly towards 
my inevitable doom.... 

Back to reality 

No, I haven't been sampling the latest designer drug 
to hit the market; that was my first 'hands-on' 
experience of a Virtual Reality system, Invited to 
Nottingham by a company called Virtual Reality 
Design & Leisure Ltd., I and the other three 
ZZAPIers set out to investigate this latest 
technological breakthrough — one which not only 
could, but even looks likely to change the way we 
play computer games foreverl 

Set up in January of this year, the company pnde 
themselves on being the first in The World to 
provide Jo Public with easy access to a fully 
interactive adventure played In a virtual reality 
environment. The brain-child of a trio o! young 
entrepreneurs, Legend Quest began as something 
of a hobby and quickly evolved into an exciting, 
lucrative enterprise that te poised to spawn 
franchises faster than McDonalds! 

Justin Webster and brothers Andy and Paul 

I • Resembling some kind of tum-of- 
the-century torture Instrument, the 
Virtual Reality helmet Is surprisingly 
comfortable once fitted. Just don't 
expect a comfy chair, too! 



■ Legend Quest 

| This fantasy roleplaying 

- adventure lakes place in the 

virtually real world of Khelda- 
Roth. There's a well-written (and 
pertinent') story which sets the 
scene nicely, but it's too involved 
to print here so you'll have to wait 
till you visit the centre for a copy 
of the handbook. 

Three main character types are 
available; Wizard, Thief and 
Warrior. Each offers various 
vantages, the best combination 
a four-player adventure) 

ably betng two Warnors. a 
ief and a Wizard Choose 
you'd like to be. fill in the personal 
ighl. facial features, even eye 
colour!), pick up your smart key and away you 

go! 

The object here is to: 1). survive as long as 
possible. 2). cooperaie with your fellow 
adventurers AND computer-generated 
characters to solve puzzles and avoid Iraps, 
etc. 3), locate and defeat Ihe ten different 
monsters which represent different facets of an 

evil god. and. 4), enjoy yourself! 

The last one is certainly easy lo achieve, 
whether you live a long and happy life or not. 
And, as the game is constantly being updated 
and expanded, completing it will prove an 
impossible task An enormous challenge that 
takes about five to ten minutes to get to grips 
with, this is one game you genuinely WILL want 
to play again and again And agatnl 



Smith first became interested in virtual reality as fai 
back as 1986. Good friends for many years, it was 
natural step for them to pitch in together and make 
their pastimes start paying. A gamble? Perhaps. Bi 
once you've experienced a trip into the virtual realit 

• An Ogre rears his ugly head on Legen 
Quest's level one: Do you stay and fight 
run like diarrhoea with daps on or pull 
out your key and discuss tactics? 







• Stupid, pull back your bow, and let 
that arrow go — straight to that goblin's 
heart for me! Once mastered the bow 
will prove an Invaluable weapon... 

realm, you'll find that my 'designer drug' analogy 
wasn't so far off — the temptation to have another 
go is almost overwhelming! 

Back to the future 

So what happens now? Since it opened in January, 
Nottingham's Legend Quest — situated in a trendy 
shopping street outside the town centre — has 
achieved a client base of 3,500 members. And new 
game freaks are signing up every week! 'London's 
next on the list,' smiles Mandy Martin, the 
company's cheerful spokesperson revealingly. If 
there's a 'list, BIG plans must be afoot. 'We wHI then 
go on to award franchises to centres In other UK 
cJttes., .' yeah, then let me guess, the Whole World? 
Could be. as it hapoens, because the company, In 
association with W-lndusthes (the firm that provide 
all the software and hardware support) have 
patented their designs, copyrighted the programs 
and generally sewn the entire deal up very nicely 
Indeed. 

Once all the little teething troubles have been 
ironed out (and (here were very few of those in 
evidence the wet Wednesday that we visited), the 
company plan to initialise a training program and 
franchise scheme that really could culminate In a 
Legend Quest certre springing up in every high 
street. Mandy explains: 

"We couldn't gel planning permission tor this 



centre for ages. We wanted a site in the 
centre of the city but the Town Council 
couldn't quite, erm, visualise what we 
were about — they thought we were 
going to be some kind of 
amusement arcade!' 

In fact, the grey men from the 
Council couldn't have been more 
wrong. Although a huge plate- 
glass window opens right onto 
the street (allowing curious 
bypassers the chance to confuse 
themselves further), Legend Quest 
is more like a well-ordered club-house 
than anything else. There is a 
sitting area behind the front 
desk where members can — 
are in fact encouraged to — 
congregate and discuss 
tactics while awaiting their 
turn. Parties are organised where 
Questers come (often in full costume) 
to have a few drinks, relax and relate 
to fellow members wild tales of their 
adventures... In a civilised fashion, of 
course! 




Back to basics 



inything m 




To anyone who's never seen or heard a 
about virtual reality, this probably sounds like a lot 
of nonsense hyped up as yet another way in 
which to fleece the kids of their pocket money. 
Well you can forget hard-shelled amphibians and 
muscle-bound Yankee wrestlers because THIS IS 
SOMETHING COMPLETELY DIFFERENT! 

Once you've entered the magnetic ring — 
disguised as gnarly tree-trunks in the Nottingham 
centre — and fastened the odd helmet-come- 
goggles over your head, expect the unexpected. I 
fully expected to be impressed with the 
experience, what I wasn't expecting was to be 
completely blown away by it! Two ten-minute 
sessions on each of the two 'games' that Legend 
Quest have running left me exhilarated, sweaty 
and hungry lor more. 

This is how it works: inside the 'helmet' are a 
pair of tiny TV monitors which are positioned 
directly before your eyes. Each screen depicts a 
slightly different angled perspective of a 
computer-generated landscape and, because the 
angles are precisely correct what you see is an 
environment which appears in three dimensions. 
But the clever bit comes when you move your 
head! Look left, right, up, down, any which way 
you want — even crouching down or standing on 
tip-toes alters your perspective accordingly! 

Although a large part of the experience, what 
you see is by no means all of what you get. A 
microphone relays your excited prattle to the other 

players (hilariously 
distorting your voice 
according to the type of 
character you're playing), 
while headphones allow 
you to listen to them. But 
it's not just your party 
members that you hear, 
for practically everything 
that can make a sound 
does. Walk past a 
(laming brand bracketed 
to a wall and marvel as it 
• A dwarf has 
nabbed the Golden 
Harp and makes good 
his escape — watch 
out behind you! 






I 



Thieves are strange Vf" 
creatures. In the real world 
they wear striped |erseys 
and (ace masks, break into 
your house, pinch your 
valuables, crap on your 
carpets then lade away into 
the night. Put em into a tantasy roleplaytng 
environment and they suddenly become 
good guys, opening locked doors, detecling 
hidden (raps, helping old ladies across the 
road — the RPG genre could've been 
invented by Robert Maxwell's PR. man! As 
you've probably guessed I played l ho thief, 
an Elvsn geezer with alt-seeing eyes and a 
taste br adventure. 

Being an avid AD&D bull and computer 
adventure Ireak I was really looking 
forward to Legend Quest, but u didn't 
entirely hit the mark The concept and 
execution are AMAZING — the first time I 
saw a skeleton assemble itself in front of 
me and try to hack MY flesh away I nearly | 
died! When 1 tned hacking him though, Ihe 1 
screen update was so slow all I could do I 
was push my dagger back and forth at a I 
snail's pace. Intricate combat is impossible I 
at present, but a new-improved, faster- 1 
updating system has been promised for I 
the not-too-dislant future. Obviously a I 
game like Legend Quest needs the running I 
commentary from a staff member, but that's I 
exactly what you DON'T want in an 
advenlure. 11 it were a C64 game it's the sort 
where you'd sit in Iront ol it lor hours at a ' 
time, which is impossible with virtual reality. 

Perhaps the main problem with Legend 
Quest is that the subject matter takes the 
soltware beyond its limitations. Until the 
screen update improves, lantasy-style 
swords and sorcery games will never reach 
their true potential. Conversely the shoot-'em- 
up blaster Dactyl played realty well — the I 
forthcoming sci-li opus will be BLINDING' 
Don't let this pul you off playing Legend 
Quest, though — virtual reality has a long way 
to go before it lives up to its name, but U s still 
one hell ol an experience! _ A 




crackles in your lug-hole, and the 
'clangs' which resound when you wallop a 
skeleton's shield in combat simply have to be 
heard to be believedl 

Ba€k to ffie game 
in hand 

The Nottingham centre has two very different, but 
equally excellent, games up and running (see the 
separate boxed sections); a sci-fi shoot-'em-up 
(Dactyl Nightmare) and a fantasy role-playing 





• Is this a dagger I see before me? Well It 
from this angle It resembles a small piece 

adventure {Legend Quest itself). Despite their 
dissimilar approaches to gameplay, both respond 
to the same movement and, to a certain extent, 
combat commands — issued to the system via a 
special joystick. 

A comfortable handheld affair, the joystick 
connects to a back-pack which, in turn, is plugged 
into the magnetic ring which surrounds the player. 
Boasting both a trigger lire' button , and a 
'movement' button (accessed via the thumb), this 
is your lifeline when 'in' the virtual world. . . don't 
drop Itl 

To move (in either scenario) look in the 
direction you want to go, then hold down the 
thumb button. Hey presto, you're walking! 
Release it to stop, look around, pick a new 
direction (including 'up' and 'down' it stairs or 
ladders are available) then press it again. Couldn't 
be simpler. They toyed with the idea of having two 
movement speeds (walk and run), but in practice 
this proved a tad too contusing tor novices to get 
to grips with. 

The trigger is, in Dactyl Nightmare at least, just 
that; a trigger. Hold the joystick in front of you and 
you'll see you're gripping a space-age blaster. 
Aim it just as you would an air pistol, pull the 
trigger, and POWt It takes a few seconds to 
reload after each shot, mind, so if you miss the 
blighter make a run for it before your enemy takes 
advantage of the fact . 

The Legend Quest adventure 
utilises the trigger button in a 
slightly different fashion. 
Whichever character you choose 
to play will begin the game with a 
dagger attached to his/her belt. To 
draw your weapon guide the 
joystick to the general vicinity of 
your right hip, a 'sching!' sound 
indicates that your weapon has 
been drawn — when you bring 
your hand back up you'll see the 
knife positioned firmly in your fist. 

• Take that! A dwarf strikes 
out and lands a mighty blow 
against his foe. Ooh, that's 
so satisfying! 



might look like one to you, matey, but 
of plastic with a couple of buttons on It! 

Keep your trigger depressed during combat to 
avoid accidentally re-sheathing your blade at an 
inopportune moment. 

Ba€k to the cut and 
thrust 

Stab foes just as you would Jeremy Beadle if you 
met him in a dark alley (and you just happened to 
be carrying a rubber knife!) and remember, It's 




Aaagh gel off me you little 
bastitch, ha, ha let's see 
how you like cold steel up 
yer jacksie. Take that, and 

I that, I'll teach you to leap at 
Drave warriors from 
darkened corners. Oh,., 
erm sorry readers I was just in the middle of J 
Legend Quest, the virtual reality version ol 
fantasy roleplaying. Being a liberally 
minded chap, (and after a slap round the 
head from Mandy, our guide) I chose to 
i play a female Elf warrior. 
The helmet linking the player to the 
| computer feels strange at first, but you 
soon adjust to the weight. What takes 
longer to get used to is the restricted 
vision and the method of movement. But 
once you sort it all out you're free to hack, 
slash and blow creatures apart to until the 
cows come home (or your cash runs out). 
Possibly the weirdest thing is hearing your 
comrades' computer-distorted voices; 
Steve, Phil and lan sounded like Ihey were 
tripping on helium (though I must've 
sounded Ihe same to them). 

The only bad thing about the game is the 
feeling a prat' factor. You can see a horde of 
Goblins charging toward you, but all anyone 
outside sees is some twit energetically 
flinging their arms around. Is virtual reality 
totally convincing?... not quite, but it's 
damned close. I strongly recommend you try it 
at least once in your life. , 
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THE FACTS 

Adult membership costs £5. This pays (or 
your own personal 'Smart key' which saves 
your position in the game, allowing you to pick 
up where you left oft each lime you play. 
Any unused credits are also stored on the 
key — quil playing at any time {to 
synchronise tactics with your fellow 
adventurers if you like) without wasting money! 
Both games' cost £1 .50 per five minutes for adults, or £1 per 

five minutes for members of the School Club'. 
This sounds like a lot at first but isn'tl Ten minutes is plenty long enough for a good blast 
at Dactyl Nightmare, while 1 5 mins for the Quest is easily enough . to begin with! 
The 'School Club' is free to join for under-16s! 

Non-members can 'play' tor £1 per two minutes on a demo key — set up to reflect the chosen 
players' attributes and individual characteristics. 

The VR system runs on seven souped-up Amiga 3,000s, and the company who provide all Ihe sofl 
and hardware back-up are called W-lnduslnes of Leicester. 

The Legend Quest game' currently utilises 35 megabytes of memory — out this Is being added lo 

all the time! 

Legend Quest also organise get-togethers and gathenngs which sound like a lot of fun, and if 
they'd generously invite the ZZAP! crew to their next one we'll let you know how it went! 





best to poke most of 'em in the chest area for 
maximum damage. To be fair, though, it's difficult 
to remember anything when you're faced with a 
couple of grinning skeletons armed with shields a 
short-swords. Terrifying! 

Each of the characters in Legend Quest has a 
slightly different control method — I took the role 
of Wizard so my trigger button, as well as 
enabling me to draw my dagger, also accessed 
my spell book. 'Click' once and the book appears 
(already showing the 'protect' spell, which all 
wizards have when the game 
begins); successive "clicks' turn the 
pages, giving the opportunity to 
utilise other spells <of which there 
are many, but you have to find em 
first!). To cast a spell simply move 
your empty hand over the page and. 
zing! Just like magic.., 

Obviously, all this is a bit hard to 
take in at first. The actual shock of 
stepping into the virtual reality world 
for the first time is so great that, It It 
wasn't for your 'guide', you'd 
probably lose your marbles entirely! 
Fortunately, a mermber of the 
Legend Quest start is present at all 
times during your adventure, and 
since they can see) what you can 
see (albeit in two fcoorlng dimensions 
on a normal monitcor), they can give 
invaluable help antd advice while 
you're finding your' feel To be 
honest, having sormeone yelling 
turn left! tum left!' in your ear Is 
something of an intrusion, but 
without it you'd be lucky to progress 



very far quickly. 

Somehow, in just ten short minutes, the four of 
us managed to reach the end of the first level. 
Quite an achievement for a bunch of first-timers, 
we were assured, and I can well believe it! 

Back to— Ludlow! 

It sounds like a hopeless exaggeration. I know, 
but the 20 minutes I spent immersed in the wacky 
world of virtual reality were among the most 
exciting and stimulating that I've spent 
doing anything. Sure, a lot must 
depend on your 

preconceptions. But, m 
like I said, I entered 
into it fully 
expecting to be 
impressed — 



• Below: 
Your key 1 
to 

success 
(or 

failure). A 

silicon 

chip 

ensures it' 
not a silly 
con! Well 
worth a 
fiver... 



and came 
out 



gob- 




K<2W>V 6macked! 

f 1^ Ji? Graphically, both 
^ ^T*fl, games were superb; 



$ I especially liked the 
way players' body parts 
fly off in every direction 



when wasted by a 
well-aimed blaster 
bolt in Dactyl 
Nightmare, and 
seeing the reflection 
of firelight glinting off 
Corky's broadsword as he dispatched a couple 
of Ores in Legend Quest fair took my breath 
away! 

Easy to get into, not too expensive tor what it is, 
and above all one hell of a lot of fun, I wouldn't 
hesitate to recommend it to anyone. 



Quest 

HERE FANTASY 
BECOMES REALITY 




WIN AN 







INREAL PRIZE! 

It's fantastic! Five lucky pilgrims will be r 
travelling to the lair old town of Nottingham 
to begin their quests. Once there, each will 
receive a free Legend Quest membership, a 
smart key on which to store their adventure, and 15 




Being a true adventurer, you'll want to find your own way there (as 
we're too stingy to pay hefty rail fares!), so winners will recteve 
detailed information on how to find it. This is In the real world, by Ihe 



• Mandy Martin welcomes five lucky 
winners to the Legend Quest centre. 



Virtual pens and postcards at the ready, 'coz here is the virtually 
straightforward riddle: 

If it were possible, which real person would you be in the 
virtual world and what would you do? (50 words maximum). 

The five most interesting answers (as judged by the ZZAP! 
Entertainment & Beer Committee) will win. So send your imaginary, 
imaginative answers to ITS UNREAL COMP. ZZAH Europress 
Impact, Ludlow. Shropshire SY8 1JW, before Ihe very real deadline 
of 1 1 October. 
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TECH A HINT 

Dear Bash 

I'm writing lo ask (tell) you io do a programming 
feature lor us teenies out here. 

Since the mam advantage of computer over 
console is the keyboard (never!). I think it's 
absolutely suicidal for you (a C64 mag) not to 
have this feature. 

It would have programming tips, listings In 
BASIC and assembly language, graphics 
(sprites and background), music and sound 
effects. Please consider my point and act on it. 
Yours techingly (made-up word) 
Peter Montgomery, Macclesfield, 
Cheshire 

• I'm not much of a technical wizard, but 
we'll see what the Oracle says after the 
results of the readers survey printed last ish. 
If enough readers want one. then one will 
materialise... 
Bosh 






Miss Whiplash has finally gained the upper hand in the 
battle loi supremacy en the letters pages, with a bigger 
. response than Bash. The bulging barbarian is furious and 
has been swinging his axe around the office In a mad 
frenzy. Several wastepaper baskets have already been 
annihilated and it's only a matter of time before someone 
gets the chop. To prevent (or provoke?!) a murder, send 
your letters to Bash or Lash at ZZAPI Letters, Europress 
Impact, Lj lew, Shropshire STB IJW. 



QUESTION TIME 

Dear 'Lash \ 
May I congratulate you on your magazine, 
most of it's excellent, except some of the\ 
childish remarks dotted throughout. Please 
could you answer some of my questions? 

1. What's the best basketball game 
available for the C64? 

2. Which is the best game out of Budokan 
(disk), Creatures 2, or Space Crusader? 

3. Are there any new cartridge games 
planned? 

C64, it so. when and by who? 

5. Why such an increase in price and not in 
the number of pages? 

6. Is it possible to get stereo sound out of 
the C64. if so how? 

7. Are there any plans to release Time 
\Ochine, Norths South and Predator 2 on 

budget soon? 

Long live ZZAPI may it grow and 
prosper. _ . . 

Paul Whitalcer, Stamford 
Bridge, York. 

PS. Can we have more 
demos and/or better full 
games on the 
Mega tapes? 

1. As Fatty Phil / 
revealed In his US 
sports feature last Ish, 
Commodore's own 
International Basketball 
Is the best hoop- 
shooting slm around. It's 
fllppln' ancient though, 




so you'll have to look long and hard, high and 
low, etc. etc. 

2. They're all darn good, but Creatures 2 Is my 
favourite, coz I like the torture! 

3. No, It looks like carts are finally finished. 

4. If It is, you can be sure we'll let ya know but 
as yet, no one plans to... 

5. Rising paper costs, caused by people using 
loads of paper — Including you to ask this 
questionl 

6. No. 

7. Predator 2 should be soon. 
Lash 

IN THE CART 

Greetings! 

I decided to write to you guys after reading last 
month's ish. and wondered if you could do me a 
favour. 
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Dear Bash 

1 1 have only just started reading ZZAP! 64. and had a 

than Commodore Format, although my sad next- 

■ door neighbour, who has fallen under its spell, does 
not feel the same). 

I think that the C65 is a completely useless idea, 
— because better (oops!) graphics will only be for higrv 
I standard games, as with the sound. I would much 

rather buy a C64 than a C65 I hope the C65 never 

appears. 

■ Here are those inevitable quesbons: 

1 . How much does a C64 disk drive cost? 

2. 1 am a keen programmer, but I do not have a clue 

■ about any ol it except BASIC programs. Oh please, 
please can you help me 9 NB. I would like to know 
about graphic programming too. 

3. On an instruction sheet lor CodeMasters' 
I International Rugby Simulator I have noteed a 
program called Creations acrvertised Why have I nc 
seen it in any software shops? 

■ 4. What is your favourite C64 platform game? And 
why? 

5. Can you print this tetter? 
L Andrew Humphrey, Devon 

W PS. If you don't print this I'll camp outside your /( 
front door until you do! (Serious threat!!) 




Please could you coilacl Flair Software and 
ask 'em lo put Elvira //>n C64 cartridge. 

I've written to them nyself but you guys would 
probably have more cdut (especially if you send 
Miss W and Bash rounl too persuade them!) I 
know they were considjring doing the first game 
on cart, but nothing apreared. So. how about a 
cartridge. Flair? 

Also, if there are any dimwits out there thinking 
of flogging their trusty old 64 for a crappy console 
Ihen please rememberthat consoles have 
absolutely chronic sound chips compared to good 
old SID. Plus the games last longer on the 64. too! 

On a more productive side. I notice that Mark 
Beese of Bristol wrote n last ish and wanted to 
kriow about a couple of games on the 64. Well 1 — - 
have a copy of the game Ore Attack which I 
picked up for 79p in a local stationery shop last 
year (interesting, huh?). The game itself is quite a 
good laugh with you controlling a knight who 
drops rocks and burning oil on 6ome green dudes 
who try to overrun your battlements (oo-er)! 

What's the problem with Lemmings anyway? 
The Speccy can do the game okay, and that 
hasn't even got any hardware sprites! Haven't the 
programmers heard of interrupts? 

The Amiga's only got 16 hardware sprites 
(compared to the 64's B) so how did it cope? Yes, 
I know it's a much more powerful machine, but 
Lemmings needs topst'de of 100 (surely?) sprites. 

I've been a 64-er for seven years now, and had 
a Speccy before then, iso PLEASE could you 64 
mags leave the poor olid rubber keyboard alone?! 
At least it can do vectoir graphics a lot better than 
the grinding, painfully sslow 'n' jerky 64 (wot no 
sprites?), j- — -» 

Ah welt. HI clear off mow. If this letter's too long 
to print. Just print some} bits of itt (Or make it Letter 
Of The Monthl) 

Neil Sanderson (Sllfghtfy Insane), 
Swadlincote, Derbyshire 

PS. I've just bought Herroquest for £4! Not bad, 

huh? \ 

PPS. Does anyone out : there know what happened 



to Patricia Morrison, the gorgeous ex-Sisters Of 
Mercy bass player? 

PPPS. On the subject of covertape games, how 
about the 'Horace' games? Yes, the old Speccy 
conversions, Hungry Horace, Horace Goes Skiing 
and Horace And The Spiders (if they ever converted 
that one!). 

Or perhaps the 'Magic Knight' series! Y'know, 
Finders Keepers etc. Classic game! 
PPPPS. Has CRASH merged with another Speccy 
mag? No such fate in store for you guys, is there? 
Hope not. 

PPPPPS. What ever happened to Wrath Of The 
Demorft Did I miss it? Where can I get this rather 

groovy cartridge from? 
PPPPPPS. Can software companies use 
cartridges? No-one would object to paying the same 
price for a cart as they would for a disk, and the cart 
can make use of up to 1/2 meg of memory too. 

Is there any reason why the-C64 can't have more 
memory than 1/2 meg on cartridge? The 6502's 
addressing modes should be able to handle it! 
(Px7)S. Why was Gauntlet II so slow and crappy on 
the 64? Is /// any good? Is it out yet? 
(Px8)S. Why do the 64 versions of games take ages 
longer to release than any other games format? Its 
ridiculous! A bit like this letter! 

• Uke many software houses, Flair reckon it's 
too much of a commercial risk to put Elvira II on 
cart The reason is that if a game does well on 
disk or cassette, extra copies can easily be 
produced to meet the 
demand. In the case of 
carts, they have to be 
manufactured in bigger 
bulk than Phil — and if they 
don't all sell, the software 
house loses loads of 



TECHNICAL 
TROUBLE? 

From time to time people write in to Lash 'n' 
Bash asking for help with their technical (as 
well as personal!) problems. Only barely able to 
load up a disk game, their hardly what you 
might call experts and, until now, the official line 
has been 'we'll give you a techie column il 
enough of you write in*. Well now you've got no 
excuse, as we've enlisted the help ol boffin 
extraordinaire... Professor Brian Strain. 

An undeniable genious with years of C64 
programming expenence under his belt (and a 
handful of chips in his pocket), Prof Strain will 
now be available to answer technical questions 
relating to any aspect of the C64. Just mark 
your letters for the attention of 'Prof Bnan 
Strain' and send them to the usual address — 
his first column is scheduled to appear just as 
soon as he receives enough pleas for aid to fill 
It. 

Steve 



usually have to wait a while for conversions of 
16-bit games, but there's a lot of games 
released on the 8-bits first. Creatures 2. of 
course, was created specially for the 64 — ha, 
those other computer owners'll have to wait 
for a change! 
Bash 



money. 

Who Is this SID? He 
sounds a bit of a loud 
chappie to me — maybe a 
few swings of my axe will 
quieten him?*v 

Rlppln' Lemmings, I 
don't understand it I kill all 
the little bleeders, and I still 
lose! 

Who says the C64 can't 
do vector 3-D? — take a 
look at Sfunf Car Raced 
Wozza Lapworth (ex- 
ZZAPler) of SEGA FORCE 
reckoned he knew what 
happened to Patricia 
Morrison, but he's 
forgotten! 

Magic Knight' games on 
the Megatape maybe, but 
'Horace ? — are you 
kidding? 

Wrath Of The Demon was 
released on cart by Empire 

— ring them on 0268 
541126. 

CRASH was Incorporated 
into EMAP's Sinclair User 

— an Ironic twist of fate 
after the notorious SU 
mickey-take In a CRASH 
Issue long ago. 

Dunno about Gauntlet II, 
but llfs dead good and was 
released by US Gold a while 
back. 

As with the other 8-bit 
computers, the C64 does 
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KICKED INTO TOUCH 

Dear Miss Whiplash 
l have some questions to ask you: 

1 . At my mate's house I saw an old copy of ZZAP! with news of a 
Kick Off 2 cart. Will this still be released'' II so. when? 
2. 1 have heard news aboul Sensible Soccer on the Amiga. Is it 
coming out on the 64? It U is, when and how much? 
3. 1 have got Lotus 1 and it's totally amazing. When is Lotus 2 
coming out on the 64? 

4. What is the best boxing game on the 64 and how much is it? 

5. Do you think the Game Gear and Super Nintendo are any good? 
I also have to say that I think the C64 is going a bit downhill. The 

only decent games are the old ones. The new ones are usually 
rated at about 35%! 

I'd like to complain about Software City. I sent off for Creatures 
and the game arrived. I used the tip and got really far but the game 
suddenly just stopped I reloaded the game over and over again 
and I got the same result I sent the game back to Software City and 
guess what? No reply! I sent a letter to them and guess what — still 
no reply What's wrong with them? I'd like my game or my money 
oac k — £7.50 is a lot to an eleven-year-old. weep, weep. .. 
John Hayward, Ringwood, Hants 

• 1 . Sadly not — a tearful Footy Phil reckoned it would have 
been great. 

2. No plans for It at the moment — but don't tell Phil! 

3. It Isn't. 

4. Phil reckons it's Barry McGuigan's World Championship 
Boxing, but as it's been deleted for yonks, you'll have to scour 
car boot sales etc. 

5. The technical boffins here reckon the Game Gear's okay, but 
hugely inferior to the (cheaper) Atari Lynx. As for the Super 
Nintendo. If you fancy splashing out £40+ per game, you're 

welcome to it! 

The C64 isn't going downhill, there's still 
plenty of high-quality software bei 
released: check out Creatures 2! 

Try ringing Software City - 
that doesn't work, ring your I 
Trading Standards office for 
advice. 
Lash 
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• I can't quite follow i your comments on the 
C65. but as the Oraclde Of Zaktar told me the i 
fabled machine isn't I likely to appear in the 
future, who cares? 

l The slimline 1541 f\Mk II costs 17 gold 
pieces, which works » out at about £149.99. 
You could always buuy a second-hand one 
cheaper, though. 

2. Those ace prograrrmmers (and lads), the 
Rowlands Bros, recoommend reading 
Programming The CCommodore 64', written 
by Rae West and pub Wished by Level 
Computer Publications, PO Box 438, 
Hampstead, London h NW3 1BH. 

3. Sir Richard Eddy OOf CodeMasters tells 
me it was one of the 0 Codies' first ever 
titles, a sort of gamess creator, but has been 

long deleted. 
4. Platform games? 
I hate em. Give me 
a good adventure 





JL 




any day. 
k 5. No! 

Bash 
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SCAUY WAG.' 




Dear Miss Whiplash 

I am writing to you in an attempt to share my views on the supreme institution that is ZZAP! 64. As 
many people have staled, ZZAP! has gone through an evolution as editors came and went, the most 
recent being the infamous Issue 82. The May Issue's letters page was dominated with letters 
mourning the loss of direction of ZZAP!. while the Letter Of The Month accolade being awarded to a 
missive entitled 'Ooh! I like it'. 

I am quite indifferent to all ol these sweeping changes In ZZAPi. I believe many other long-time 
readers feel the changes were nice, but the magazine is basically the same, although thankfully you 
took readers' advice and gave the innuendo the heave-ho. 

Also, congrais on putting in the poster — a nice additlonl I particularly liked the football and 

wrestling specials, although you left out one wrestling game; 1987's Cage Match Irom Mnstertronic 

(retch!). 

By the way, is Bash really The Stain in disguise, as you revealed In the aforementioned letter. 
Ooh! I like it', that he (it?) would be taking the helm of a new adventure section which now seems to 

be in the 'capable hands' of Bash 17 

Now. if you're still with me, some praise and some complaints ('here we go-..', sighs the entire 
ZZAP! readership). First, the praise. After a brief lapse in game quality, namely Megatape 28 (due, I 
believe, to the drying up of the Andy Braybrook game source), the tapes are improving. However. I 
was furious after purchasing Issue 85. The promised Emlyn Hughes Soccer was a rip-off: two-minute 
matches, come on) That was nothing more than a demo, and not the 'yours to keep for free!!!... 
scortchin' soccer game' as promised. This special ZZAP! version that had Tape Worm frothing at the 
mouth was a con. plain and simple. I knew it was too good to be true. . . 

The only complaint I have is about the 100% colour issue (well actually two) are as follows. The 
Letter? page is now practically unreadable with 'delicious pictures of Y-Fronts. squirrels and the like 
with psychedelic backgrounds adding to the confusion. Also, it adds considerably to the price- what 
was IRE3.10 here, is now IRC3.53I 

■ I By Ihe way, what happened to Carl Rowley? Was his 
Zoomerang review his epitaph or summit? Maybe he did 
a runner when you brandished the whip only to find out 
that The Stain (cue boos & hisses) had scared 'im off to 
Bella where he now solves your personal problems 
(space allowing) in 'Ask Dr Rowley'. Here comes the 
lawsuit 1 
Question lime now. You knew it had to come sometime! 
1 . When is System 3's 'Lemm/nps-beater* Silly Putty 
hitting the shelves? 
2. All Ihe PD File pages are very interesting, but are there 
any C64 PD distributors that you know of in Dublin or 
Ireland? 
3. Any idea who has the Alien 3 licence? Also Batman 
Returns? Hopefully someone who can do a good job, 
i Ocean p'raps? 
4. How about a Top 100 chart or Top 200, beating CF to 
i i iuivenng pulp? 

Well, thal's about it, hope this provides some interesting reading, even if it isn't printed. 
Keep up the good wont. 
Derek Scolly, Dublin 5 



printed 



• Yes, even I must admit the innuendo was over the top and has now been locked firmly in the 
company closet. 

I too enjoyed the wrestling feature, and Phil says he's sorry he missed Cage Match — then 
again, it was so awful... 

What I must really apologise for is the confusion over Emlyn Hughes. We didn't mean to 
mislead anyone, but whoever wrote the hype on the Next Month page obviously got a bit carried 
away — don't we all sometimes? 

I have my suspicions about Bash, but even I could never believe he was that weedy twerp, 
The Stain — a twerp, yes: weedy, no! 

Most people feel a full-colour ZZAP! is worth the extra cost, especially for all those huge 
screenshot maps In the tips section. We believe our readers deserve better than dull grey pages 
— the C64 is a vibrant, colourful computer, and the design of ZZAPI reflects that fact. By the 
way, I'm told CF have increased their cover price but still have their mono section! 

No. Mr Rowley is not a docloi (his medical knowledge only extends to basic bodily functions) 
and has had no problems since joining our sister title, N-FORCE — the mag for Nintendo aames 
freaks! 

1. It ain't. System 3 believe if they're going to do something, they should do it well. Sadly they 
decided It wouldn't be possible to accurately convert the Amiga game and are Instead 

concentrating on other products, including the forthcoming C64 version of the excellent 

Fuzzbali 

2. We don't know of any, but you can always get stuff from the English PD distributors. 

3. Mirrorsoft's Imageworks label had the rights for Aliens a After the collapse of the Maxwell 
empire Mirrorsoft was bought by top Nintendo publisher. Acclaim. They have yet to decide 
whether to release Aliens 3 and Devious Designs on the C64. 

4. As you can see, ZZAP! now features the Gallup software chart — easily the most reliable 
around. 

Lash 
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Dear Bash 

Remember way back in April. Megatape No 27. 
Well the first game Uridium wouldn't load (the 
others were fine). So I sent it back to Spool 
Duplication, it came back and the same thing 
happened again, and then I sent that back and 
the same again. 

I have got a head-alignment kit and that seen 
okay, I've tried cleaning the head, but the tape 
won't even load on a friend's machine. 

Is there something else I could do? Has anyo 
else had this problem? Or am I just really 
unlucky? 

D Brother-ton, Stoke -On -Trent, Staffs 

• It sounds like you're just plain unlucky! 
After a few whacks with the back of my axe, 
the Ed's promised to send you a replacemer 
But other readers, be warned: we don't have 
many old Megatapes in the office. If yours 
won't work, keep hassling the duplicators. 
Bash 

NO MORE RUDE 
BOOBS! 

Dear Miss Whiplash 

I think it's disgraceful the way innuendo is being 
used in this mag to gain cheap laughs. It has 
offended me so much I have a throbbing head, < 
perhaps this is due to the urn, 'graceful' OH Fre) 
drawing of you on the scores page! 

Anyway, the footy games feature was 
excellent. Will there be more in the same 
mould? 3-D car sims/games might be a good 
one. — . ■ 

I would like to say that Turrican, while being 
momentous achievement on the C64, is not 
good value lor money. I handed over my cash 
for it when it was first released. At first I was 
bowled over by the enormity of it all, but much 
my dismay I completed it on my second go; at 
least I would have done if it was all there. The 
message read: 'Loading Level 4-2', and the ta| 
finished. The same thing happened to the 
replacement copy. Do you or Bash know why? 
didn't bother getting a third copy, as the game 
was obviously too easy and I went back to 
Diopzone (my fave game) which has to be the 
most frenetic game of all time. 

Where can I get a copy of The Sentinel from 
(originally by Firebird)? Is it really the perfect 
game, and it so, why doesn't anyone I know ov 
a copy? 

To add to the sexism debate. I think that It's 
not just women who are portrayed wrongly in 
advertising; all the men seem to have huge 
bulging biceps and trousers, and know lots 
about wielding their weapons. Not everyone ca 
be like me, so this sets false goals for 
impressionable young boys. 

Well, you can wake up now. 
Party on. 

Charles Rodmell, Tunbridge Wells, 
Kent 

PS. Where's Rockford? Persuade him to come 
back or I won't come and give you a good 
hiding! Now there's a threat! 

• I agree, Turrican's not hard enough. Did 
you try turning the tape over to load the res 
of It? The Sentinel IS hard enough, but has 
been deleted for ages. 

I think boys should know how to wield 
their weapons, so these ads are obviously 



\ 



very educational. 

Sorry I couldn't prlrlnt your joke, a lot of 
people would be offetnded. I thought is was 
dead funny! 
Lash 

ALIENS VOTE C64 
TOPS! 

Dear Miss Whiplash 

I probably deserve a few strokes for writing this 
letter, but I thmlj iTrtsMtit!^ 

1, My daughter and I tooth enjoy.your magazine 
and look forward to seieing the new edition each 
month. But why do we ALWAYS have trouble 
loading the Megatape'P It seems one side loads 
perfectly whilst the otrner side appears to be 
loading, then crashes. This happens every issue 
without fail, and constant azimuth adjustments 
only result in other garmes not loading and 

consequently having to adjust it back again 

(hand me another tablet!) . 

Even though the cower tapes are 'free' most 
people. I am sure, purchase your magazine not 
just for the mag itself but for the freebie. What a 
disappointment when that's all it's worth! 

Now that I've got it out (of my system), I would 
appreciate your comments on this matter. 

2. Why are new releases of C64 games hard to 
find in shops? Is Stockport being forgotten? 
(Shouldn't it be?) At the lime of writing, we still 
await Stag The Slug, DJ Puffs Volcanic Capers. 
Alien World. Beavers etc etc. 




PUBLIC ACCLAIM 

Dear Miss Whippie 

Okay let's do all the jagon The mag is great, so 
are you. having full coour is great, so are you, 
like the format, like yoj, CF is crap, so are you 

(oops!). 

No. let's get serious Thank you very much for 
the PD File, it's great md I am now started on 
PD. A few questions row. 
t What is the addres: ol Level 9 Computing? 

2. In Issue 86 s PD Fi; you mentioned 
Gameboy Tetris andPuzzle Shuffle. I have 
scoured the Binary Zoe catalogue yet can't find 
them Could you pleae (ell me what disk they 
are on and the same y Dutch Breeze 1-2? 

3. Rock N' Wrestle isjrilliant! Why did you only 
give it 27%. you have.o play it for a while to 
learn the moves. 

Paul Cardno, Fomby, Liverpool 

• 1. That's top-secnt information, along with 
the location of Sweey Betty's massage 
parlour. 

2. Gameboy Tetris iion the More Than Nops 
Demo" disk. Puzzle huffle was withdrawn 
because it's not PD. 

3. Get a life. It's a biger flop than Big 
Daddy's belly! 
Lash 



Are aliens lifting new games -otl the shelves 
overnight and taking them .beck to planet 
Zabadox or are publishers slow in issuing new 
titles? I believe it's the aliens, myselfl 
3. Howzabout C64 games being featured on the 
next Gamesmaster TV series instead of always 
showingefl the expensive, spoiled brats' Sega 
& Nintendo, more-money-than-sense games? 
Surely some of the better C64 graphic games 
like Creatures. Addams Family or Bod Squad 
could be included (I don't think the old faithful 
C64 received a mention last series). 

Oh, well, have to close now as my right 
hand's going numb (with all the writing). 

Hope you may consider printing this letter (it 
would be a firstf). 
Love ya Lashes. 

Ivor Longun (alias God Reek), 
Stockport, Cheshire 



• 1. We've recently changed tape duplicators, 
so hopefully things should Improve. 
2. Wow, I thought I was the only one who knew 
about the alien conspiracy, but had to keep 
quiet in case everyone thought me Insane. All 
those games are available apart from Beavers. 
Complain to your local software shops 
Immediately! \^ 



3. Darn right, and that weedy Dominic 
Diamond blokey thinks he knows about 
games. Surely if the show covered the popular 
8-bit computers it'd get more viewers?! 
Lash 




IT TAK 




Dear ZZAP! 

I was reading your review on the boxing and 

wrestling games and for Pro Boxing Simulator. 

You said that it lacked a two-player option. I 

have the game and it annoyed me because the 

game has a two-player option. 

Mark (The King) Brown, Childwall, 

Liverpool. 

• By Crom. you're right! I'll have to box 

Phil's ears for that cock-up! 

Bash 
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Oops, there was a 
slight cock-up in last 
month's letters, 
where Miss Whiplash 
stated that Creatures 
was unlikely to be 
rereleased soon — 
one month later, and 
here it is, along with 
a gaggle off crispy 
classics! 



TOTAL RECALL 

The Hit Squad, £3.99 cassette 

'Surprise, you're not you, 
you're me!' — Arnie S is 
such an 'ard case, isn't 
he? Because the big guy's 
a national hero (well he is 
to Corky anyway — Ed), 
MARK 'NO PROBLEMO' 
CASWELL gets to write the 
review and act 'ard. 




TV 




ted? 
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Based on one of my all-time favourite 
Schwarzenegger movies. Total Recall tells 
the tale of a 'trip' to Mars that went horribly 
wrong. Doug Guaid, a mining engineer, is the 
chap with a big problem. After dreams of being a 
secret agent on Mars. Quaid takes a trip to Rekall 
(a company specialising in brain-implanted 
holidays). Here he plans to pay for a Mars-based 
holiday, but finds instead that he's really a secret 
agent called Hauser. His mind was wiped when 
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he learned too much about the plans of his boss, 
the villainous Cohaaggen. 

The game starts with Quaid contacting a pal to 
■Pj^H gain clues to his real identity. 

Somewhere in the maze of 
platforms is a suitcase with vital 
jj — _ I clues and a video message from 
> J T Hauser. So leap around and avoid 
, H | or destroy the bad guys, led by the 
*JL:JL. despicable Richter. Found in 

crates, the objects Quaid needs to 
exit Level One include oxygen 
bottles, special weapons and an 
_ Li. ^3 . ' con ' na ' increases the hero's 

strength. Once Ouaid escapes he 
■ leaps into a Johnny Cab and races 
SI along the highway in a vain 

| . attempt to shake off Richter and 

Co. The demolition derby moves 

I horizontally across the screen, and 

mmmmmmm ^ m m is viewed from above. 



^^^^ Use the brakes, 
you idiot! 

Level Three is a similar 'I like 
Y\ f" 7~" '" driving In my car' scene: this time 

Quaid's on Mars and has met up 

1 *■ - with Melina, a female resistance 

'JJES member. Richter and pals haven't 

. given up yet. and so the chase is 

T > T on as the player controls a cab 

driven by a mutant named Benny. 

The final level's similar to the 
first (ie a platform shooty thing); 
| "1 Quaid must first find Kuaio (the 
~r t 'r- resistance leader) and discover th 
whereabouts of an alien machine. 
This produces free oxygen — at 

the moment Cohaaggen's chargin 

■^■H^II^B the population high prices for the 
air they breathe. It's up to Quaid to start the 
machine and end Cohaaggen's reign of terror. 
The film is one of my all time laves. I've seen it 11 
times to date (sad. isn't it? — Ed), and I must say 
the pixellised version's a corker. I wasn't working 
on ZZAP! when Stu. Phil and Rob first reviewed 
the game, so I didn't really know what to expect. 
There's nothing new in the design of the game, 
indeed two old laves are present: the platlorm 
blaster and the 'screech around' car chase. 
Background graphics are a tad on the blocky side 
but the character sprites are neatly drawn and 
well animated. The sound's also pretty impressivi 
with a choice o( pounding soundtrack or spot 
effects. So get ready lor the ride of your life. 'Nufl 
said. 
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n the year 2003 
over one fifth ot 
the planet's 
population Mill be 
addicted to 
narcotics, thus the 
power of the drug 
dealers will 

|J£"*. ; £J increase beyond 

measure. Bui 
there's a silver 
lining to this 
particular black 
r cloud: all the 

nations of the world 
have banded 
together and sent 

their best two 
r policemen to serve 
■■hJ in an elite anil- 

i^BBHB drugs force called the Narco 

tfy F've years of training and 

preparation are about to come 
• -X m together in the biggest drugs bust 
[• iZTJ ever. The location of the drug 

| dealers HQ. known as the 'Narco 
Processing Centre', is a small 
island oft the coast of Colombia. 

So the rozzers head off to kick 
some drug-producer ass But not 
before loading up with plenty of 
ordnance, and rest assured there's 
a fair bit to choose from. There's 
two types of bullets, three different 
missiles, some vital demolition 
equipment, a medical kit, teleport 
system and a bulletproof vest. So 

I choose well and prepare to send 

mmm^m^mm^^ your three teams into Ihe fray, and 

Gawd help the drug dealers. 

Once you've locked and loaded, a map of the 
Island appears, enabling a choice of five tunnels 
leading into the base — though this is pointless 
presentation as they alt look and play the same 
You control each member of the teams as they 
travel through dark and dank passages, searching 
for the Central Processing Laboratory (ahh. that's 
why they carry the explosives). 




The drug dealers ain't going to let your lads ruin 
their day. so they send Iheir own troops to wipe 
out Ihe intruders. Be wary coz ammo is limited, so 
choose your targets carefully and wail until you 
see the whites of their eyes (unless they're tightly 
shut). 

The nsk here, of course, is death by lead 
poisoning, but this is where both the flak jacket 
and medical kits come in handy Also you can use 
the Personal Intercom Unit to swap between 
teams, fire missiles, use the medical kit. set 
explosives etc. Hurry up. you haven't got all day to 
reach your target and blow it sky high. 

You'll all know by now that I'm a closet psycho 
who enjoys nothing more than a birrav 
computerised violence, and Narco Police delivers 
it in spades. The bullets certainly fly around: even 
in the safety of your own home, a brown-trouser 
attack was never quite so assured But after a few 
more plays. Narco Police is great lun Graphically 
the game's good, some of the sprites are a tad 
porky but I'm sure we can forgive that A budget 
price tag assures that Narco Police is worth 
purchasing. 






NARCO POLICE 

GBH £3.99 cassette, £5.99 disk 

If you wont to know the 
time don't ask these 
policemen, you're likely to 
get your head blown off. 
They're so 'ard they don't 
eat three Shredded Wheat 
for breakfast, they scoff 
the whole box (chew that 
cardboard, yum yum). 
MARK 'NICK NICK' 
CASWELL sticks a blue light 
on his bonce as he chases 
the bad guys. 
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CREATURES 

KIxx, £3.99 cassette 

Torture of small, cute 
creatures just isn't 
cricket, so MARK 'ANIMAL 
LOVER' CASWELL decided 
to do the decent thing 
and go into bat first... and 
rescue some furry Fuzxies 
In the process, of course. 




If you lived on a planet called Blot, you'd 
probably leave too. And that's just what its hip 
'n* trendy inhabitants did, simultaneously 
changing their name to the much hipper (?) 
'Fuzzy Wuzzies'. 

No-one knows where they were heading in their 
colony ship, but one collision with a huge asteroid 
later, they end up on a Pacific island on Earth. Not 




exactly the most happenin' place — until the 
Fuzzies build a city and name It The Hippest 
Place In The Known Universe'. 

But disaster's at hand when a nasty bunch of 
grumpy or Demons discover the Fuzzies' 
whereabouts and kidnap all but one dude namec 
Clyde Radcliffe. Being a brave little furball. he se 
out to rescue his pats, already strapped into 





Blimey, it only seems like yesterday whe 
this platform romp first came into the 
office. Not long after, it was released o 
the compilation cartridge accompanying the il 
fated GS console (keyboardless C64). 

Dr Franz Dandruff is the flaky villain of the 
piece, having kidnapped a girl named Pearly. 
The dirty old man wants her bodily juices to 
reverse the ageing effects ol a failed 
immortality experiment. Naturally, Pearly "s 
boyfriend, Flimbo, is none too pleased about 
this arrangement and sets out to beat Dandru 
and get his girly back. 

The horizontally scrolling action has 
similarities with the Thalamus classic 
Hawheye. with Flimbo running left/right, leapii 
between platforms and blasting away at lougf 




FLIMBO' S QUEST 

Hixx, £3.99 cassette 

Shampoo and conditioner? Take two bottles into the 
shower? PHIL 'SILVIE' KING just wants to wash his h 
and go... and tackle a bad Dandruff problem. 
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hideous torture devices by their sadistic captors. 

But before Clyde can reach each ol three 
Fuzzies, he must get through two horizontally 
scrolling stages, leaping on platforms and battling 
the weird residents with his Droopy bullets and 
Fiery Throat Flamer (by holding down lire). This is 
difficult enough, but a sense of real urgency is 
created by a tight time limit. 



M 

When he finally reaches his Fuzzy friend, Clyde 
must work out how to rescue him In one of the 
now-notorious Torture Screens. These are the 
real stars of the show (and were so popular, they 
formed the basis of the superlative sequel). A 
combination of finely honed rellexes and puzzle 
solving is required to save the day. 

However, even failure here isn't too 




disappointing as you're treated to one of the 
graphical highlights of the game. The gory 
death sequences will have you creased up with 
laughter, even after seeing them several times. 
The top-notch graphical quality extends to the 
rest of the game with a rainbow full of colours 
(including nonstandard ones!) decorating all the 
scenery. There's even a waterfall, complete 
with parallax scrolling and a clever sound effect 
that gets louder as you approach. A variety ol 
kickin' tunes throughout completes the near- 
perfect presentation. 

But what else do you expect from the 
Rowlands brothers? Their dedication to the C64 
is proven in both the Creatures games. It's easy 
to tell they were designed and programmed 
especially to make best use of the C64. proving 
what a powerful computer It still Is. 

II you missed Creatures the first time round, 
you're a very silly person Indeed. Four brass 
beer tokens for such an amazing game must be 
Ihe bargain of Ihe year. 




little monsters. Collecting 
parchments reveals the letters of a 
computer code needed to finish Ihe 
level. Cash collected from dead 
nasties, or in secret treasure rooms, 
can be spent in the level shop for 
extra firepower, temporary immunity 
and an extension to the game's 
overall time limit. 

There doesn't sound a lot to the 
game, and there isn't. Somehow 
though, its simplicity holds a strange 
compulsion. Maybe it's because 
what little there is here has been so 
well implemented — someone's 
obviously done overtime on the 
playtesting. It might have been a 



boring blast, but lor a strict time limit which 
forces you to rush around, skilfully avoiding 
most ol the baddies 

Alter a while it does get a bit repetitive, with 
identical gameplay on each level. What really 
impresses, and keeps you playing, is the top- 
notch graphical quality. The backdrops are 
very detailed, yet extremely colourful, and 
come complete with a clever parallax effect, A 
catchy soundtrack is the icing on the cake in a 
release ideally suited to budget. 
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The Hit Squad, £3.99 cassette 

'Pssst! You wanna buy 
some stuff, little boy?' a 
shady street dealer asks 
IAN 'JUST SAY NO' 
OSBORNE. 'Eat led 
sucker!' dakka dakka 
dakka conies the forthright 
reply... 



Everyone loves a good blast. Brain off, fire 
button down — it's fun. isn't ft? After all. no- 
one realty gets lulled. The bullets aren't real, 
the baddies don't really die. and the whole thing's 
just a harmless fantasy — or is it? 

A blatant attempt to cash in on George Bush's 
drug witch-hunt. A/arc's a fair conversion ot a 



rigiiij,. sttm-'-tmctK 



reprehensible Williams coin— op. Set in a 
suburban jungle where everyone's a drug pusher, 
you play a bad-assed cop who solves the drug 
war single-handedly, by blowing away everyone 
he meets, climaxing in a deadly encounter with Mr 
Big. Don't bother arresting them that's for the 
cissies. This is community policing, Dirty Harry 
style, where no-one is innocent so why prove 
them guilty 9 This also casts the police as lawless 
murderers, but if you make the criminals psychotic 
enough no-one will even notice, let alone mind. 

A derivative horizontal push-scroller. Narc 
only differs from RoboCop in that you can move 
in and out of the screen — or at least the bottom 
three inches of HI The pushers attack with 
relentless zeal, blasting you to hell with bullets 
you can hardly see. let alone avoid. The only 
'tactic' available is to zigzag wildly across the 
pavement — the pushers follow, but you stay 
one step ahead. It is possible to arrest them, but 
you won't live long if you try. Best |ust blow 'em 
away — at least some of them drop 
collectables. such as money, drugs, bullets and 
rockets. At the end of each level, bonus points 
are given foi evidence collected' (beats me. 
too) and lor arrests, te enemies you accidently 
bumped into while you were trying to shoot 
them. 

You can't have a happening blaster without a 
good conlrol system, and Ware's sucks' Try to 
walk into the screen while you're tiring and you'll 
probably execute an unfeasibly high (and totally 
useless) leap. Using the all-powerful fire-and- 
forget rockets is a bit haphazard too — you 
waste most of them by firing accidentally (nice 
'exploding limbs* effect though). 



Worst of all is that pathetic crouch — to kill a 
guard dog you have to stoop down to their level 
before blasting. This is achieved by hitting the 
shift key — you regain your full height 
automatically and usually at the least opportunt 
moment! Can you imagine how annoying this is' 
First sign of a mutt, you have to let go of the 
joystick and press 'shift', the computer gets you 
back on your feet while there's still dogs to kill s 
you hit 'shift' again... AAARRRGGHHH 1 It's 
unbelievable! 

Like I said, everyone loves a good blast, but 
Narc has all the excitement and charm of a use< 
teabag. Not only is it a boring, skill-free zone, its 
trivialisation of an important social issue leaves 
foul taste m the mouth. And what would it solve' 
What would happen if you beal the big boss an( 
blew his narcotics ring apart? Fewer drugs on 
the streets would push up the prices, so the 
addicts would have to mug and steal even mor< 
to get the cash To make them go further, the 
pushers (make no mistake, there'll always be 
another pusher) would add all sorts of impunties, 
making the drugs even more dangerous, and riv< 
gangs would light bloody wars over Mr Big's 
former territory. There'd be more bloodshed, mor 
killing, and more suffering — and all because the 
authorities insist on treating addicts like criminals 
instead of people with a sickness. What a great 
theme lor a game! (Er, can I have my soap box 
back now please? — Ed). 
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SUPER MONACO 
GP 

Klxx, £3.99 cassette 

With Nigel Mansell almost 
certain to be the first 
British World Racing 
Champion since the last 
one (James Hunt in '76), 
we computer bods'll soon 
be unable to move for 
drivers (a bit like motoring 
through London in the rush 
hour). First off the starting 
grid is Super Monaco GP, 
a conversion of Sega's 
arcade sit-in jobbie — but 
will it take the chequered 
flag? 

On loading you're offered the choice of 
three cars — an automatic, a four-geared 
racer and a super-duper top -of-t he- range 
model with seven gears, an m-car stereo and wall- 
to-wall carpeting. Nice presentation, but the 
blimmin' thing's WRONGI According to the 
graphic, the fire button accelerates when it 
actually changes gear — the JOYSTICK controls 
acceleration and breaking. Well done folks! 

Driving games don't really lend themselves to 
intricate plots, and this one's no exception — just 
blast your way round a series of circuits, the 
practice lap giving your grid position. Finish too far 
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back in the actual race and it's ^b^^^h 
Gameoversvllle. Thankfully you 
aren't forced to reload the optton 
screen, you just stick with the car 
you chose in the first place 

A halt-hearted attempt at a first- \ 
person perspective racer, it plays \ 
more like a viewed -from -be hind \ u "y 

offering. The main sprite doesn't 
dominate enough of the lower 
screen to give the illusion of sitting 
behind the wheel, and the 

viewpoint's far too 

■ high — since when .-i^^ji 
were F1 drivers 15 
feet tall? 
If this wasn't bad 
enough, the graphics 
are terrible! A boring. HBBBBBa 
featureless track cuts its way 
through a boring, featureless 
backdrop which in turn meets a 
boring, featureless skyline halfway 
up the screen. You do get a feeling 
of speed, but with such drab 
surroundings you'll just be getting 
nowhere quickly. Your car's pretty 
boring too. but at least it's well 
animated — you'll love the way the 
steering wheel turns on corners! 
Options are limited to choosing 
^^HIBBB your controls at the start of the 
game, and that's it! You can't 
choose the next track or aam 
number of taps per race, 
and the gear controls are I 
the only difference in the 
cars — if you expect to win I \ 
kA ^^ some dosh and upgrade the I \ 
( thing, forget it! I J 

— ^ X Weather conditions are I 

— random and make very little I 

' ~] difference to the game I 

| anyway, and pit stops aren't I 

' catered for at all' The car I 

accelerates like a Skoda, fc£ 

taking ages to reach top 1 " 

whack, but this doesn't ly 
really make n difficult — it's f 
aaaaaaoi almost impossible to leave Warn 




in*** 



QUALIFYING 



•'14' 27 




the track! Just hold the white line until you reach 
the bend then steer — it's so forgiving even Phil 
could manage itt 

If you're mad keen on dnvmg games you might 
find something to your liking here, but I doubt it. 
Smooth scrolling and a sensible multiload don't 
compensate tor lousy graphics, nonexistent 
options and gameplay so easy you'll crash 
through sheer boredom. Save your dosh, this 
game's the pits! ^^^^^gm 
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Those were Ihe days, eh? Two-lone sounds, 
Rubik's cube, Sinclair 2X81 s and some ol 
Ihe grooviesl coin-ops ever to hil the streets! 
No really — it might be hard lo imagine In these 
days ot 32-bit arcade technology that gobble 
coins taster than Phil scoffs Mars bars, but the 
early 1980s coin-ops really were great (just like 
Ihe music! — Art Ed). They had to be! With leisure 
programming in its infancy they couldn't hide 
behind snazzy graphics or hi-tech hydraulic 
cabinets, so designers paid far more attention to 

• It's enough to drive you batty — if 
you've never played a PD game, why not 
break out and score a copy of HALLAX? 



garneplay. These days t 
an arcade game's crap 
the C64 it's usually '« 
original designers we 
lor too much glitz art 
enough game, leavir 
conversion programi 
an impossible task (» 



Run). 

Unless you bougl* 
C64 the day it was 
^ released, chances a 

I won't have too man 
arcade classics in y 
collection, so why t 
some ace PD 
conversions? The 
cheap, they're chi 
and best of all, ch 
erm, ch...ch... (Y< 
fired! - Ed.) 



Early cf 



U, The first video 
I to make genet 
^^^^^ release was F 
^^^^ sort of tennis tl 
with blocky. black-j 
white graphics and garneplay 
simple even PD could understand ft The I 
crumbltes among you might have a Binator 
machine in the attic, featuring football and 
squash vananls and options to change the 
bounce angle as well as ordinary Pong, bu 
haven't there's always the PD version. 

Using the two-paddle-per-player approac 
Football Pong, the Commodore game (par 
More Than Nops' demo) is a very close 
conversion of Ihe original. Although it's twc 
players only, don't let this put you off — thi 
sort of game everyone lakes Ihe rise out ol 
still want to play it every time they come ro 
your house. Neat, slick, and fiendishly add 
— an essenlial purchase' 

Paddle power! 

The paddle-and-ball approach reached its 
conclusion in Breakout, the aim of which w 
blast away a wall of bricks. First released n 
1976, later versions such as Arkanoid leali 
better graphics and flashy power-ups. 

Alfhough PD-thbute Hallax also boasts 
improved graphics and wild upgrades, the 
area's too narrow and 
paddle control too 
sluggish to make it a 
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• Come fly with me... it may be just Space 
Invaders — The Next Generation, but 
GALAtXIANS is still a well ard blast from 
the past! Phwee, phwee, doddleoodleooh! 




• Okay, so it's sod all like Asteroids... 
METEOR STRIKE isn't bad, and we've 
yet to see a true PD clone. 

absence, and although the sprites are ctose to 
Ihe arcade classic, they aren't animated at all 
when in formation. Even so, it's silky-smooth, 
lightning-fast and a great play to boot. (Er. 
what VD means here is that the game's as 
smooth as cotton, as fast as Phil and an 
average blast: Just like Ihe original! — Ed). 

Also worth a mention is Galaga, a PD tribute 
to Ihe 1990s Galaxians updaie. So why does it 
look and play like a ZX81 game? Ho hum! 

Ooh, me asteroids! 

1979 also saw Ihe release of Atari's Asteroids, 
one of Ihe most original games ever lo hit the 
arcades. Mind-blowingly simple, you rotated a 
triangular ship left/right, moving in the direction 
laced by hitting ihe thrust' button, or if in real 
trouble you could disappear altogether and 
reappear somewhere else (hyperspace). Your 
task was lo blast the huge boulders floating 
across the screen, splifting them into ever 
smaller pieces until they were finally smashed 



into gravel 

I've yet lo see a true interpretation of this 
wee gem on the Commodore — Meteor Strike 
is interesting enough, but il just isn't Asteroids. 

The ship doesn't rotate 
but moves in eight 
directions, with no 
momentum. The rocks 
themselves come in two 
sizes, both of which are 
destroyed on impact, 
you can't hyperspace, 
and whal happened to 
that spanky lillle space 
ship that slid across the 
screen firing back? 

Not a true 
interpretation by any 
means, but to be fair to 

• SNACK MAN'S a 
great game — if you 
don't believe me, 
check out this 
month's megatape! 



the programmer it was never meant to be — 
it's a fun game in its own right. If anyone has a 
better PD Asteroids, bung us a copy. 

Wackawackawacka 
wacka.„ 

Now here's a weird one. Released in 1981, 
Pacman was immensely popular in its day and 
still has something ol a cult following even 
nowl Played on a single static screen, you 
guided your sprite (which looked suspiciously 
like a mutilated yellow tennis ball) round a 
maze, gobbling up dots and fruit as you went. 
Whichever way you turned, four ghosts with an 
appetite for raw Pacman were in hot pursuit. 
Luckily eating a "power pill' made them 
temporarily vulnerable, enabling you lo scoff 
them instead! 

John McCarthy's tribute Snack Man is one of 
Ihe closest PD conversions I've ever seen. The 
sound is equally as terrible and momentum 
makes it just as hard to turn corners, but it's as 
blindingly playable as the arcade original 
Make no mistake, this one's a corker! 
Unfortunately, its only failing stands out like a 
sore thumb, even on the screenshots — yes, 
those multicoloured dog biscuits are the 
ghosts! It's a pity such a brilliant game is let 
down by shoddy graphics, but as it plays like a 
dream I suggest you grab a copy anyway 

Get orf moi 
cabbages! 

Another 1981 release. Centipede had you 
blasting away a you-know-what, segment by 
segment. Your movement was limited to the 
lower half of the screen, and lurlher hampered 
by the 'mushrooms' liberally scattered across 
fhe playing area These took several shots to 
wipe, and often got in the way when aiming at 
your multi-legged adversary. 

Fans of the coin-op will love Centnpod. an 
inexact but playable interpretation of the 
original. The graphics are fine, the centipede 
still splits into two when you hit a middle 
segment, and the mushrooms are just as 
irritating. The centipede itself behaves exactly 
like it should, but the spider patrolling the foot 
of the screen bounces too high and moves too 
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STOP PRESS 

One or two of you have asked about prices of PD games. Because 
they're sold as tape & disk packages, there's no point our pricing them 
individually — write to the libraries in question and ask lor a catalogue. 
(Send a first-class stamp.) 
Binary Zone's Kenz is putting together a list ot PD File progs showing 
they can be lound — drop him a line. 





• Better on your C64 than in your 
cabbages — CENTIPEDE'S a corker and 
no mistake! 

fast, making the game as a whole much less 
forgiving. Still worth a shot though, especially at 
PD prices. 

King of the swingers? 



inches away, and with 
barrels rolling down 
ladders at random it just 
isn't possible. Collision 
detection could be a little 
more forgiving too. 

Worth a look, but 
nowhere near as good as 
it could've been. 



fast, making the game as a whole much less 
forgiving. Still worth a shot though, especially at 
PD prices. 

King of the swingers? 

No arcade roundup would be complete wilhoul 
Nintendo's Donkey Kong (mistranslated from the 
Japanese (or Monkey Kong'!), probably the first 
ever platlorm game and definitely the first release 
starnng the omnipresent Mano. Climb the ladders, 
jump the barrels gather the goodies. . I'm sure you 
get the idea! Set across four exerting levels, tl 
climaxes in an epic battle with Kong himself — take 
out the rrvets and watch him fall to his doom! 

The C64 version s almost bnllianl — the graphics 
and sound are a near-faultless reproduction of its 
arcade predecessor, the screen layout is as 
accurate as the Commodore would allow, and the 
animation — wow' 

It only the gameplay was as good The mam 
sprite moves sluggishly at the best of times, but this 
stows to a steady crawl when he hurdles a barrel — 
you have to start your leap while it's still a good two 

• Is that DONKEY KONG s backside? No, 
it's s face! (The ZZap 64 'insert 

your own insult' kit — it's a sizzlcr!) 



• Oh grief, how do y 
'what a great game, 



isn't possible. Collision 
detection could be a little 
more forgiving too. 

Worth a look, but 
nowhere near as good as 
it could've been. 

Qix on the 
draw 

Blimey — one of my all- 
time arcade favountes! Qtx 15 a game that really 
showed what you can do with utterly bnlliant 
gameplay and completely cack graphics. 

Played on a static screen (weren't they all in 
those days 7 ), your sprite (a tiny dot) patrolled the 
outer penmeiers of the playing area avoiding two 
enemy blobs at all costs. The big baddie. an 
interesting mathematical effect created using 
straight lines, dominated the screen Your task was 
lo make brave excursions into the playing area 
leaving a trail in your wake, boxing off sections of 
enemy lemtory and making it your own — capture 
75% of the screen to complete the level. It your trail 
was hit before you made 11 back to friendlier climes, 
you died. Hesilate too tong. or turn back on youiseif. 
and a kind of sparkly btob-type thing followed your 
trail (if you know whal I mean). 




ou write a caption for QIX — how about 
and it's free"? (You're fired — Ed) 

And the C64 version! It's exactly tike that' Okay 
looks crap, but who cares 7 Oix is one of the most 
playable PD games I've ever seen, the sort of thin 
that keeps you up until 2am A near-faultless 
extravaganza, I can honestly say it held my 
attentton longer than some full-pnced games — bt 
or die' 

At long last you ve got a guy 

Who knows Irs bit from byte. 

So why not sack my little bruv. 

Who s column reads 
like (tnpe! — Ed.) 

See — I told you 
there's life in the old 
dogs yet' li s games like 
ihese that show the true 
value of Public Domain. 
No one in their nght 
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CONTACT 
POINTS 

Binary Zone PD. 
34 Portland Rd, 
Drortwich, 
Worcs 
WR9 7QW. 



ICPUG, 

The Membership 
Secretary. 
PO Box 1309, 
London 
N3 2UT. 



te the mangy 
f is a fantastic 
— honest! 





WE STOCK ONLY THE VERY BEST PD FOR THE CBH 64 INCLUDING MUSIC AND GRAPHIC DEMONSTRATING, 
UTILITIES, PD GAMES AND MUCH MORE! NOT ONLY DO WE SUPPLY THE LATEST RELEASES BUT WE ALSO 
STOCK MANY OF THE CLASSIC GOLDEN-OLDIE DEMOSI YOU ARE ENTITLED TO A -FREE- DISK OF YOUR 
CHOICE WITH YOUR FIRST ORDERI 

WE DONT JUST CATER FOR DISK USERS EITHER. NOW TAPE USERS CAN GET IN ON THE ACTION BY 
CHECKING OUT THE NEW TAPE RANGE WHICH COMPRISES OF SEVERAL 90 MINUTE CASSETTE 
COMPILATION TAPES BURSTING AT THE SPOOLS WITH THE HOTTEST PUBLIC DOMAIN SOFTWARE 
CURRENTLY 
AVAILABLE! 




AS WELL AS SUPPLYING PD SOFTWARE, BINARY ZONE HAS JUST RELEASED THE AUDIO RANGE. WE HAVE 
PRODUCED TWO 90 MINUTE MUSIC CASSETTES CONTAINING THE BEST PD MUSIC FROM BOTH THE CBN 64 
AND AMIGAI 

FOR MORE DETAILS SIMPLY WRITE DOWN YOUR NAME AND ADDRESS AND SEND IT ALONG TO THE USUAL 
BINARY ZONE PD ADDRESS WITH A-FIRST CLASS STAMP-.... I WILL THEN SEND YOU A SCRUM MY -FREE- 
CATALOGUE! 



CONTflCT BINARY 1 



• II 




GREETINGS TO: MAD. BETRAYER, FUMBO. TIF. HELLRAISER, JOE (T.B.H). UNCLE X, FEEKZOID, THE CHIEF. MAESTRO, ANDY FLEXI 
ROBERTS, STIMPY 6 SMOKIE/64 EXPRESS. ALF YNGVE AND ALL MY OTHER CHOMS AND CONTACTS IN THE SCEHEI 



C64 TAPE LOADING PROBLEMS? 

Have you ever purchased a game only to find it wont toad! The most 
common reason for loading difficulties is caused by the tape head 
being out of alignment. 

The AZIMUTH TAPE HEAD ALIGNMENT KIT, enables you to re- 
align your tape head simply and quickly. No technical skills are 
required. Step by step picture guide. Test and re-alignment may be 
carried out in minutes! 

The kit contains:- AZIMUTH TAPE ALIGNMENT CASSETTE, 
SPECIAL AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS. 

Alignment kits also available for Amstrad CPC 464. and Spectrum 
+2/+2A Computers. Please state which computer when ordering! 



Price: £9.99 Inc. Postage & packing and VAT 
All orders sent by return. ChequeA/isa/Access 
TRADE -IN -POST. Victoria Road, 
Shifnal. Shropshire, TF11 8AF 
Tel/Fax: (0952) 462135 





COMMODORE SUPPLIES 



Commodore 64 power pack ,. ,£2375 

64 Parallel convenor £1999 

801/803 nbbon x 2 „ £9 99 

Mini office 2 cassette £17 99 

64 Instruction manual*-™. £9 99 

64 Slimline case £9.99 

Vlc-20 modulator £14 99 

C64M28 Commodore sound 
Expander module and sound Studio- 
Mid compatible Disk ry Cass £9,99 

C2WC3N datacorder £2375 

64 Reset cartridge £9.99 



Wafas 64Kx2 £9 99 

Mini Office 2 Disk £20.99 

C128 instruction manual £19,99 

C64 Mouse £14.99 

C16/+4 games designer £2.99 

Printer + Interlace £140.00 

64 Dish Drive £99.99 

Action Replay Cartridge £34.99 

C64 REPAIR -ONLY £24.95 

including pan ^labour/insurance etc. 
Send machine only and fault 
description* 




To order send cheque/PO to: 
Omnldate Supplies, 23 Curzon Street, 
Derby, DEI 2ES 
Tel: 0332 291219 
Open Mon - Sat 10-5.30 




STRATEGY 

SPORTING NEWS BASEBALL: It's statistically staggering, and It's 
incredible graphics and exciting life-like gameplay make it the ultimate in 
baseball simulation. You can control, play and manage your own big 
league team. Now, play ball C64 disk £14.95 

OMEGA: Join the elite cybertank engineers. You will lead a monumental 
effort to design the supreme cybertank and test it in simulated combat. 
You must define chassis specifications, install lethal weaponry, integrate 
electronic systems and devise the Artificial Intelligence that make your 
design more cunning, and more deadly, than any other. C64 disk E19.95. 

MICROLEAGUE BASEBALL U: Be the manager of Major League 
Players. Stats and strategy for the serious fan. Real players, true 
performance. You set up and change line ups, pick your spots for pinch 
hitters and relievers, decide when the players will steal, bunt or do a 
pitchout. For 1 or 2 managers. C64 disk £24.95 

PANZER BATTLES: Re-live six great battles from the Russian Front, 
ranging in size from three divisions a side at Prokhorovka to 20 or more at 
Kharkov. This detailed, yet simple to use, simulations will deliver hours of 
engrossing entertainment. C64 disk £24.95 



CLUE BOOKS: at E7.95 each: BUCK ROGERS. CHAMPIONS OF KRYNN. 
CHAOS STRIKES BACK. CURSE OF AZURE BONDS, DEATH KNIGHT OF 
KRYNN. DRAGON WARS, DUNGEON MASTER, ELITE, ELVIRA I OR II. EYE OF 
THE BEHOLDER, GATEWAY SAVAGE FRONTIER, MIGHT & MAGIC I OR II, 
POOLS OF DARKNESS. POOL OF RADIANCE. ZAK McKRACKEN, INDIANA 
JONES ADV., SECRET OF SILVER BLADES, SECRETS OF MONKEY ISLAND. 
£8.95 each ULTIMA V. or Vt.. EYE OF THE BEHOLDER II. MONKEY ISIAND II 
DARK QUEEN OF KRYNN, PROPHECY OF THE SHADOW, TREASURES OF 
SAVAGE FRONTIER 

Mall order only, Puna* allow 28 days for dstrvwy please make cheque* payable (o 
CINTRONICS LTD. Frea poet A packing wttWn tha UK. EUROPE add £2 par Nam. 

Raat of the world .add £3 par Ham. 

CINTRONICS LTD. 16 Coonaught Street. London W2 2AG 




awarded for precious 
seconds left at ihe end of 
ihe horizontally scrolling 
level. The sprites are smal 
but they certainly pack a 
punch — this is a 
compulsive. 
Vigilante- 
stye beat- 
'em-up. 




Eat your heart out, 
Steve Austin 

Bionic Ninja takes us to the Icarus Earth Defenci 
Base, which is being attacked bv xenophobic and 




There are (our games on the 
combat pack, and all ol 'em 
feature big psychos with even bigger 
weapons, kicking tail. First up is Ninja 



-ommanao, the story ol a Nm|itsu very unfnendly aliens. What can the human 

warnor out tor truth. Justice and the inhabitants ot the base do to defend themselves? 

right to drink lots of sake. Build a robotic Ninja protector' is the answer 

Our lad starts the game unarmed, but You play the brave Ninjabot deployed to 



he receives weapons: a shunken. then bad-guy ass. You have two weapons to hand 



Zeppelin Games, £3.99 grenades, a flame thrower and finally a machine (shuriken and sword), and are able to make a few 

cassette gun. Hurry coz there's a timer, and a bonus is eyes water with a handful of martial-ads moves. 




The ZZAP! reviewers were incredulous 
to find shower- murderer Norman Bates 
had endorsed a footy compilation — all 
apart from PHIL 'PUB TRIVIA' KING, 
who pointed out that 'Psycho' is also 
the nickname of Notts Forest and 



England star, Stuart P 



One might well ask, 
'What does an 
England player 
know about football 
anyway?', but Stuart 
'Psycho' Pearce is a true 
pro. In fact, he's one of my 
favourite players with his 
rock 'ard tackling and 
rocket free kicks With all 
those years of Cloughie 
shouting In his ear, 
what the 'young 



man' doesn't know about footy Isn't worth an 

Accrington Stanley season ticket. So why ever 

has he endorsed such a dreary compilation ot 
soccer sims? 

It kicks off with Kick Oft 2, a not-too-brflliant 
conversion of the legendary Amiga game. It's a 
fair attempt with the full quota of league and cup 
options, and the famous push-along dribbling. 
Trouble Is, it's got more than its fair share 
of flaws, including sluggish 
scrolling, unintelligent players 
and a liny, useless radar [ • 

scanner. — 




Ubl \oH, £14.99 cosset**, £19.99 disk 

ZZAP! <4 No.88 September 1992 



' In each ol five horizontally scrolling 

levels a host of alien aggressors try to 
send you to sushi heaven. So grab your 
espadnilesand shout 
banzai dudes' at an 
annoyingly loud volume (or 
maybe not). 




Ah so, ' ere we go! 





J 



In Kick Box Vigilante our boy doesn't possess 
any weapons, but he's a master of the ancient 
martial art ol No Can Do. The Siandown Temple's 
the venue for the big kick around, with four 
opponents lo thrash (each one twice, so there's 
eight battles in all). And with each opponent 
comes a different backdrop, so your eyes are 
given something to watch as your guy's mashed 
to pulp. 

Up in the status panel each fighter has five Yin 
and Yang symbols to denote energy. Each time 
one of you ts smacked over the head you lose a 
bit. This goes on until one of you chews canvas 
and is the guest of the local ^^^^ 
hospital for a couple of months. Mrj^tf 
Jusl make sure ihe joker on the w^S/tk 
floor ain't you. » /lr 



Howdy pardnarrgh! 

And finally we have Spaghetti Western, a rootin', 
tootin' journey into a typical Wild West town. As 
usual the bad guys have taken over, and are 
running amok even as we squeak. This is where a 
bounty hunter would come in handy, so enter 
stage left Clint Westband — the best manhunter 
on either side of the Rocky Mountains. There are 
five outlaws to bring in, dead or alive, but being a 
mean bastitch Clint'll probably bring 'em in dead. 

As he sends the villainous hordes to Boot Hilt 
Clint's bounty increases, but there are other bits 
and bobs to collect including ^^^---j. 
money bags, extra ammo, whisky 
bottles (hie) and hamburgers mm- /{% 
(huuurgh!). m * ' 
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• Yee-ha! Thai dodgy sprite looks like oui 
very own shyster cowboy, Sheriff Shields! 

Packs a punch 

Overall this game pack's very playable. Okay. I 
admit some of the graphics leave a little to be 
desired, but I think we can forgive Zeppelin lor 
that — especially as I love martial-arts movies 
and am similarly fond of 'chop suey' beat-'em-up 
games. The only thing lhat puzzles me slightly is 
Ihe inclusion of a cowboy game — why not keep it 
all in an Onental vein? Mind you. that's a minor 
niggle 'coz Combat Pack #3$ well worth the 
measly price tag. 



Send If off! 



Far worse is World Championship Soccer, a 
chronic conversion of a dodgy Sega coin-op. As 
with Kick Oft 2. it's an overhead-view, up-and- 
down-the-screen jobbie. However, here the ball is 
glued to your fool for easy dribbling And thick 
computer goalies make things even simpler — by 



•II' 





C3 

■ m 






• + 

m * * * V 


1— 





Come on you red*! 

An innovative mixture of management and arcade 
action Is on offer In Manchester United. Not to 
be confused with its superior sequel (Man Utd 
Europe), this Isn't a premier league title 
contender. Selection of players and formations Is 
good, but let down by a dodgy match section. 

Simple hit-and-hope footy takes 
place on a horizontally scrolling, 
overhead-view pitch, with no frills 
and few thrills. Ball-glued-to-tool 
dribbling and the limitation of 
ahooJino straight ahead make fo/ 

• The classic food* mm 
wouldn't bo Ihe ume 
without vom-groon screens 
and diced carrot sprite*. 



□ 




dull donkey-styte play, while 
good computer goalies ensure 
ultra-low scorelines. 



What a loada 
rubbish! 

Last, and most definitely least, Is one of the 
most appalling games (never mind soccer 
slms) ever to 'grace' the 64. Fighting Soccer 
is yet another chronic coin-op conversion with 
no feeling for the game whatsoever. If ihe 
Nuy, monochromatic graphics don't pui you 
oft. the snail-paced 'action' certainly will. 
Worst ol all is the piddle-poor responsiveness 
of the controls — the players take about half a 
second to follow your Joystick movements 
The onlv minor amuai 



oni 
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' The ultimate feature packed utility cartridge ever conceived (or the CBM 
64/1 28 systems. Press the cartridge "freeze button" and unleash the 
powerful Graphics, Backup and monitor utilities. Fastioad a 200 block 
program in under 6 seconds. How have you survived without this?" 

PRICE: £34.95 REF. NO. 6318 




The Trojan C64/128 
light pen can be used as 
a complete replacement for 
the mouse tn many applications. 
Particularly useful in drawing and design, 
the two button pen provides the user with a 
very direct method of control. Pack also 
includes Pen Master art program and a 
basic program to allow users to write their 
own pen compatible software. 

Cede 6327 £26.95 



CORISH'S 

COMPUTER GAMES 
GUIDE 

This book helps on just about any game you care to name on a wide 
variety of computer formats. Covers backdoor codes left by the 
programmers, cheats and Hps to get past your opponents, how to skip 
levels, pokes tor infinate lives, time etc plus many other options. This is 
the ultimate hint book with * In excess of 750 pages, * In excess of 1 250 
games, ' In excess of 200 adventures, " More than 1 2000 hints, Tips & 
Pokes. 

COST £14.95 CODE 6331 



Protect your computer with this 
Commodore C64 Dust Cover 
Price: £4.95 

ReH6316 



* Selector switch and reset button 
mCt £15.99 REf.NO.6333 



STAR CURSOR 
JOYSTICK 

This new joyshek will give you maximum 
result* in game play. It is comfortable, easy to 
use and is of arcade qualify The Star 
Cursor Joystick is the closest thing to 
having your own arcade gome 
in your home, it also comes 
with a 1 year guarantee. 



Cods 6326 £17.95 




Also include 
six games 

Operation Wolf 
Gunslinger, 
Cosmic Storm 



Trojan Phazer 
gun opens a 
whole new phase 
of computer entertainment. 
This advanced light phazer 
presents a challenge of 
skill and accuracy 
for C64 users 
of all ages. 

Price: £22.95 
Rof no: 6302 

Ghost Town 
Baby Blues 
Goose Busters 
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_ DATACORDER 

£25.99 M; 6331 



md* MEOADCAL 




Had a C64 for chrimble and didn't get a 
datacordef with your T2 cart pack? Well 
here'e the biz with this whtoo Turbo 
Datacorderl Get It here! 



Keyboard Control 
Sequencer for 
C64 

The most powerful sequencer 
available for C64 made by 
OrTs Music Software from 

America. 
Code 6336 £99.00 

(Smvm e>va>r 
.00} 



ill* I 



GOLDEN OLDIES 

Bundli of 10 Golden Oldie Zzap 
magaanes from the 80's. 
Coder 6335 £7.30 



BACK 
ISSUES 

Wuh tape £2.50 
each 

CI 2.00 (or any six. 



issues 



we hove ore 26, 44, 
45, 50,61-63, 65, 
66-78, 80-87. We 

also have a number 
of back issues 
without tape al 

£2.00 each Phone 
for details 



6.44 
7.24 
7.99 
8.99 
9.99 
10.40 
10.44 
11.99 
12.99 

19.99 
23.99 
27.99 



4.99 
7,99 
8.99 
9.99 
10.99 
11.99 
12.95 
12.99 
14.99 
15.99 
19.99 
2499 



1.00 
1.55 
1.75 
XOO 
2.00 

roo 

Z55 
2.55 
3.00 
3.00 
4.00 
5.00 
6.00 
7.00 
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^ BINDEH 

^ V\%n^ U%in 9 a i^ength«ned itwl 
rock, rtui handsome b»nder 
e*nbo*»d wtfh ifm ZZAP' logo, 
will hotd 1 2 nsves ol your lovounte 
niogosine ftecurly in place 
Back lisoo Binder 

£4.95 Ref: 6303. 
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Otters subct to avallabiWy, 
Overseasrders despatched by Airmail, 
All prices elude postage, packing and VAT 
Valid to Ry 31et 1992 



Send I tcEuropress Direct, FREEPOST, Ellesmere Port, 
Sooth firral, L65 3EB (no stamp needed if posted in UK) 
Productare normally despatched within 48 Hrs of receipt but 
civery of certain Hems could take upto 28 days 




'lease add postage as detailed be low (UK tree ol charge) 
POSTAGE:Add E4 tor Eire/Europe. £6 for overseas unless specified above 



I wish to pay by: 

jChequa/Ewocheque made payable to Europress DWecl 

^ActeBrtAasiercanl'EufocaRl^rdaycanWaa/Connett 



E*plrv 



CZ 



[ 



Oder at any 
the of the 
cl^ or night 



Dontget to give your name, 
addreand credit card number 



Name 

Address 



__Signed 



General Enquiries: 051-357 2961 



^Postcode 



Daytime telephone number in case of queries 





COMMODORE 




' Commodore registered. 

• Over 10 years experience with commodore 
computers. 

" 20 qualified technician enineers at your 
disposal. 

* We will undertake to repair your 
Commodore 64 computer for just £29.00 
including parts, labour. V.A.T. and post 
and packing. 

* Some computers can be repaired within 24 
hours. 

• Prices include full service check, overhaul 
and soak-test 

" All repairs covered by a 90 day warranty. 




How to take advantage of this exceptional offer: 
Simply send or hand deliver your machine to the 
workshop address below, enclosing payment and this 
advert, and we will do the rest, (if possible, please include 
a daytime and evening telephone number and fault 
description). 

* If you require 24 hour courier to your door, please add £5, 
else your computer will be sent back by contract parcel post. 

(WTS reserve Itie right lo refuse machines Ihat in our opinion are bevond 
reasonable repair). ' 



ZZ 



WTS Electronics Ltd, Studio Master House, 
Chaul End Lane, Luton, Beds LU4 8EZ 

(0582)491949.(4 lines) 



Commodore 64 Power Supplies £19.99 

Commodore 64 Compatible Data Recorders ..£29.99 

Commodore Tape Head Alignment Kit £9.99 

Tape Head Demagnetizes £9.99 

Commodore 64 Light guns and games £24.99 

Commodore 64 Handbooks £6.99 

Commodore R.F. leads £3.99 

Prices include VAT, postage and packing 

All orders sent by return: Cheque/Visa/Access 
Trade-in-Post, Victoria Road, 
Shifnal, Shropshire TF11 8AF 

Tel/Fax (0952) 462135 






ONLY POOLS AND HORSES 



FOOTBALL BOXFORM 



The ONLY pools program written 
by a GENUINE EXPERT who has 
been employed as such by Littlewoods. He KNOWS how to 
help you win. He can't guarantee you'll become a millionaire 
{if he could he'd be one himself) but he can GREATLY 
IMPROVE YOUR CHANCES OF WINNING ON THE 
POOLS OR FIXED ODDS. "The program consistently 
forecasts 50% more draws than would be expected by 
chance".. AP.C.W Magazine. 

A RECORD UNMATCHED BY ANY OTHER PROGRAM OR 

POOLS EXPERT 
Homes, aways, draws shown in order of merit. True odds for every 
match, Covers league & non-league. Australian Pools program 
included in the price. 

THE BEST PERM GUIDE OF ALL 
TIME. Details of OVER 400 entries of 
Lit, V- and newspaper perms. All 



SUPER PLANNER 



CHECKED IN SECONDS by your computer. 

~m Fa 



RACING BOXFORM 



ast and profitable. 'Quite remarkable 
results... strike rate of 64.8% averaging 
3/1 per winner" G.G.U.G. Magazine. Price includes HANDICAP 
WINNER over 1000 winners every year - more than 25% at 5/1 or 
better. 



PRICES (Tape or Disk) 



FOOTBALL TOOL KIT 



E19.95 for one: £29.95 any two:£39.95 
all three. 

Football Boxform. Super Planner. 
Littlewoods Block Perms Planner & a 
program to work out bets.. .£34.95 

Racing Boxform plus 5 further programs 
which enable you to keep your own 
records, produce and amend form and time ratings, work out almost 
any bet...£34.95 



RACING TOOL KIT 



SPECIAL OFFER 



Both Tool Kits... .£62.95 




Please make cheques or Postal Orders payable to: 
Boxoft (Z), 65 Allans Meadow. Neston, 

South Wirral L64 9SQ VISA 
Tel: 051-336-2668 mmmm 







exnuara 



Kill 



Once at your chosen spot, the 
switches to a 3-D view Irom the 
boat, with your rod in the middle 



n problem I had 
was getting a brie al all After several goes I 
hadrVt even caught a sprat — I felt Hke going 
home and having my sardines for tea! But alter 




^^^^ oopuiar it was held 

every year until the late 1950s! 
7000 Mtgha covers the early years of the 
race, tn those days there was more to racing 
than sitting behind the wheel and putting your 
toot down. Your driver and co-driver must be 
chosen witn care — as they do thetr own 
repairs, make sure one of them s a cool 
mechanic, and choose your spares carefully 
too. You can create your own crew or use the 
ones supplied, and there s even a save game 
option' 

The race itself isn't as tmpressive as the 
strategic options Mmimalistic graphics allow a 
snazzy feeling of speed, though il makes the 
stages very samey In appearance and 
playabiltty. Controls are nicely laid out, the 
joystick handling steering, acceleration and 
brakes The fire bulion aciivates the best gear 
responses I've ever seen in a race game — 
move through the gears too fast and you're 
sunk! Release the joystick and you cruise at 
your current speed, slowing down only 
gradually. (Sigh — why can't all dnvers be like 
this*?} 

The cars themselves handle like a dream — 
perhaps a little too well. It's difficult to reproduce 
vintage idiosyncrasies on a C64, but these 
old ies-but- goodies slide along like Formula 1 



• Simulmondo, 
£ 1 0.95 cassette, 
£14.95 disk 

It's a dream: IAN 
'FANGIO' OSBORNE 
drives a thousand miles 
away! 

■ taly, 1926 — he Italian Federation of Racing 

I introduces crippling restnctions on engine 
W capacity, and most vehicle manufacturers 
pull out m disgust* Determined not to let the 
sport die. four enthusiasts launc" the 1000 Mile 
Cup or the 1000 Miglta. a gruelling round trip 
from Brescia to Rome and back again! Initially a 
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/ I cars' Tne stee' - 

^^^J f j -:-?ponse ra-ves : 

1 I very fl 

% accelerate round 

k ta^J c ° mer s which is a 

^^m^^^ m ^ acod thine 

car damage seems 
almost random If anything goes wrong, you'd 
better pray you ve got the right spare on boa'd 
— the RAC weren't around tn 192"' 

The game s biggest failing is that at the end 
of each stage the screen goes blank and it 
multOoads — and that s it! No indication of how 
long you took 0' 

now well you're doing, no opportunity to restock 
on spares, no nothing! Also you do see other 
cars dunng me race but there s no indication of 
your overall position — it s very much against 
the clock. 

WOO Migha is a brave attempt at a se'dom- 
tned angle, and not a bad game in its own nght 
Presentation is excellent, but it gets a Utile too 
samey too quickly to be a true classic Worth a 
look though. 



PRESENTATION 

GRAPHICS 

SOUND 

HOOKABILITY 

INSTABILITY 



90% 
78% 
70% 
68% 
72% 



ZZAP! 64 No. 88 September 1992 



_ 




-JV $-Azc-3sr=>j 




0hM 



• What are you on about, 
Ian? I reckon the game's 
presentaion is darn cool with some neat 
static pics and super-colourful backdrops 
(though the crocs do look a bit weird). I too 
was confused by the strange left/right 
controls at first, but within a couple of 
goes I was totally hooked. Switching on 
coloured lights doesn't sound such a great 
concept but, as with Pang, simplicity holds 
the key to utter compulsion. In fact, the 
hectic two-player mode is also very 
Panpish with its combination of cooperation 
and competition to finish first and win the 
level bonus. The cream on the pudding is 
the level password system which avoids the 
frustration inherent in this sort of frantic 
action. And with 60 tough levels, containing 
lots of new features to discover, 
there's plenty to keep you 
playing. Definitely one to snap 
up. 



JJjJ Jit'Jf JJ'JJ 



he coolest twins ever, crocs Punk and Funk 
are both In love with Daisy, but the silly 
mare can't decide who she loves mosi 

• Croc jumps to the right from the 
perimeter. He'll land on that vortical 
platform he's heading for. 



(hmm, this sounds familiar). So she decides to 
forsake love and go to a Crockery. 

Meanwhile, Punk and Funk must try to 
win back her hand. To 
achieve this they 
must travel 
through ten 
worlds, each 
comprising sb 
screens, whict 
makes... erm, 
60 screens In 
all. So either 
play alone or 
drag a pal into the 
fun as the Twins 
battle it out, 

On each screen 
are differing 
numbers of lights: 
the Twins must 
leap around on 
the platforms 
and head-butt 
these to Illuminate 
them (this takes 
three hits). But life's 
never that easy, mainly 'coz 
there are evil creatures out to make a few quid 
on handbags and shoes. 

Contact with (he weird and wacky denizens 
• Knock on all the lights to complete 
the level. I love those palm trees — but 
the action alnt so relaxing! 



I IIP' 
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loses ihe TTwins a IHe. but the 
nasties cam be annihilated by 
bouncing Unto them while In 
mid-air. Appart from killing you. 
the little svwines have the 
annoying rtiablt of bumping 
into the ligthts and switching 
them oft. Some lights are 
difficult to i reach: they're 
blocked bw rocks, single 
arrows, do>uble arrows, a 
nasty bloclk that spins the 
heroes round and round 
(barf) and crystals. But to 
ease the hiassies. the Crocs 
are blessetd with Splder-Man- 
style powers: they can cling 
to any surVace (even the 
celling). Allso handy 
collectable Icons appear from 
ttme to timte, including speed- 
ups, bonus points and limited 
invulnerability 



SS 
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• Croc finds out what's behind Ihe 
green door he's Just opened. (No. 
not Shakin' Stevens!) 



At the end of each level cither 
Funk oc Punk (who gave the poor 
swines those goij awful names?) 
are awarded bonus points, 
depending on how fast they 
zipped through the last screen — 
points being given to the twin wh 
finished first. There are 60 
screens between our two reptllia^^«L_^_^_^^_ 
Casanovas and Die ob|ecl of their desires, That 
may not sound much, but things get darn tough 
as the game goes on. Don't panic, 'coz 
It's easy peasy to start with, though my 
only slight moan i» the strange 
controls. It takes a short while to get 
used to walking on the ceiling, but if 
Spider-Man can do It... 

The graphics are blinkin' brill 
throughout, the character sprites (both 
good and bad guys) ore small but 
excellently drawn, Also of note are the 

r\ge from world 
to world and add a nice splash of 
colour. 

As I said before, once the controls ore 
fussed It's easy to bounce around the 
shop There's a slight puzzte slement In 

• la that woM In sheep's c to thinu ? 
Durmo, but the game certainty Is. 
Those black holes and question 
marks are so tricky. (Below left) 





'(T^PjF • WhaI 3 we,rd game' The 
graphics are lousy, with a 
main sprite that looks like a frog in a 
liquidiser and backgrounds that often 
obscure the platforms The joystick 
controls make no sense at all. but after a 

few plays you find there is a game in there 
after all* 

I was sick to death of trendy-talking 
superpowered reptiles after the Turtles, but 
this offering revived my interest — well, 
almost! It's too poorly executed to be 

a top-notch Sizzlei. but original , 

gameplay and a keen sense ot mg^^Btt 
humour make it well above CP&fiffil 
average. "-"^seeSr 



Coo/ Croc Twins, 
working out how to 
MOOtfMfl the 



Brick Wall. Try to get through and you'll 
banging your head against ft. Phil once ran 
brick wall, but It didn't knock any sense Into 

Black Hole 
Just like Phil's cakehole — go in one 
end and you come out the other! 

Crystal. Just like the thing that 
Id bloke gives out on telly. This 
one turns you round toot 

Arrow 

Sends you In the direction It's pointing 
and changes to a new direction 



Boulder. Slam Into It three times to 
smash It Into nothingness. Don't try 
this at home, folksl 

Double Arrow 
You can only go through them in the 
two directions shown . 

Mystery. Acts like the single arrow 
but sends you off In a random 
direction. Can be annoying. 





<> 



Those crystals 
the crocs In a spin, wasting 
valuable time as the 
nasties go turning off all 
the lights. (Below right) 



Gnus 





*r- [J] 

^•fj^ s 

Si 
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Ice Hockey - W s a chily 
g ome . In fact it's cold 
tho u gh to freeze your balk 
— perhaps that's why they 
use pucks instead! IAN 
TWINKLE TOES' OSBORNE 
foes skirting on thin ice 
(again!). 



divided Hp four periods ol variable 

Make no mistake, this tsnT a 
graphical rehash ol the horrendous 

International Frve-A~Side Soccer. ICs 
rooUn' lootm' slip-sliding ice hockey 
action all the way, with 1he effects of 
inertia making changing direction lar 
from simple. To compensate for all 
that sliding aboui you must steer that 
little bit sooner, and if you want to go 
back the way you came you turn in a 
light little circle — sounds 

complicated, but once mastered it's 
this that really makes the game. 



• Iff thai goalie 90I any fultar ha'd ba 
mistaken foe PWtt (Minus tha extra aix 

china,) 




TRNKBUSTER 






ICli: 



1 
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OB 
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HOW TO SCORE WITH A 
DECENT PUCK! 




Ill your names Sieve Shields you 'score' crawling Irom 
pub to pub chatting up barmaids as you go. but still end 
up with Mrs. Palmer. Ice Hockey players do it 
differently. 
Small goals, large goalies and wimpy shots make 
long range blasts impossible — you won't beat the 
keeper unless you can see the whites of his eyes, and 
then you've got to pull him out of position. Try this - 
towards MH^HHHI 
your opponent's 
goalpost, 
changing 

direction at the last 



minute and 



shooting into the 
opposite comer. 
2. Race across your 

opponent's goalmouth until you're in front of the far post, 

then turn and shoot as shown. 
Both methods take practice, but what the puck? They 
work! Unlike 'proper' hockey you won't finish with a scoreline 

the size of a small defense 
budget, but again, what the... 
(Snip — I missed the last one! 
-Ed.) 

If you're shot is saved, get 
ready for the totally predictable 
and entirely computer-controlled 
pass-out and try again. 



t2> 





• II yuu'ro teellng p p-p-poc k i&h ... hold 
fir* artd prose the back arrow? (V¥e4l at 
least you won't get the silver paper In 

your fillings.) 

Fortunately computer sides play the same 
luetics as you're forced into so at least It s fair, 
which Us more than you can say about the 
refereemg! Players gel sent off for the slightest 
infringement, and because the inlay omits even 
the most basic rules of Ice hockey you're iefl 
scratcHt>g your head wondering what you did 
wrongM Needless to say the computer teams 
behavee like saints 



Walls — I scream! 



Another 



i' icw 

wet times, 
e ball's 
h you're 



the outer 

wall (Obscure 

hockey rink has a penspox wan 
so until a goal in scored or foul c 
always In play). After even tho s 
RUnB against it. raising your hands like an Italian 
soldier and uruiWe to move for a tew seconds —you 
can't even select another player! If you hit the wall like 
a battenng ram. lair enough, but it's a bit unfair after 
the unlest ol taps. 

Shooting's a IlWe wonky too — hold the lire button 
to increase power (without B>e benefit o! a power 

• Oh good grief , how the hell do you fill a caption this sIxeT Well It's a hockey rink, a 
very tblg hockey rink. In fact It's so damned huge we hod to glue together four shot* 
to get! It all in! I bet you're glad I told you that. (You're fired — Ed) 






■BBB— M 


THE BEND 1 


TORNODO 




# This is an interesting one to 
assess. It doesn't really simulate ice hockey 
that well, but is still playable. Unlike the 
ultrafast. brutal sport. International Ice 
Hockey is fairly slow-paced with the 
slightest body contact immediately 
punished by a spell in the sin bin. The 
only realism lies m ihe convincing inertia, 
the players having to turn around 
gradually. Most annoying is when you 
slam into the rink barrier, and are unable to 
control any of your players for several 
seconds. With practice, however, this 
situation can be avoided and ihe simplistic 
action enjoyed. II is possible to pass the 
puck around, but it's easier to 'dribble' all Ihe 
way up the ice. The computer teams 
play fairly predictably, bul two- 

player games are verv ^RWttj5 
competitive, tl not as hectic as MLMmBZm 
I'd hoped. _aa^fjf 



trie 



coming 
back toil 
for some 
time to 
come. 
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will bo ol somo iisr lo you Check (Nil QUI 
brilliant coupon olloi lor gaums bolter suilnd 
lo boginnoiB, loo! 

In tlie beginning 
was fib* word,,. 

Hunk ol til* iiilvoiiliim yarim as ,i uoiy wlmnt 
YOU ;ifp Hm< main ch.naclor Onponding on 
youi actions Hie finding could lm happy 01 
'.ad, a Viiiccnv; or I , H 1 1 n ' ■ Unlikt- iIICiiiJm 

IJJIUHJf., iHlvilllllKIIK CIIII <.HHl HMI.llly (|o) (||it 

by on lexl nloim You control your chniaclm 

by typing (on Mm- k<*yl u \) Minpln vorb/noun 

n.lr,, i ' g ( .1 | 'iWOMh. KM I Al II N 

1 1 IHOW '.I ONI , ore N(iw<n uomr.p, ,ilsf. 

handle more < ornpio* pin asm m ■ m i 

I IH I OH Willi BRICK 01 SAY IO MAN 
III I I O Willi ompliin.iK honly no brum 
pitwu ovm (oyp.lii k j< << j< jlir i< j nnrh yarn" 
bnngn ii wboli. now ol piohlnrm. lo solvn, 
• • <| You am in u hut A MiliLiiy (.biiir ln»f, iinul 
lo .i lum niik lahln I Imi'i a cupboard sol 
into Mm wall A key hangs on a nail high 
above Hi" tool, wbii.b is lur ki'd '.u wh.il du 
you do' You cuuld liy jumping oi pmhaps 
pimhing tin* l.iblo undtM Hi..- key .mil .Limling 
on il Maylm thmu s a ladd"i in Ilin i.upboaid 
or woll that's loi you lo dm:idr>< Ol couisr. it 
i-.ii I all problem solving I tko a good novol. an 
adventure should *jiv*> it real leolmg ol 'being 
Ihero . lotting you loose youisoll in Ibo 
aulhor's world and forgot you're in Ironl ol 0 
keyboaid II you don'l believe me, check oui 
pat! 2 ol LA Adventure on this rnonlh's 
covertape! 

On the move 



Before the pu^lo solving begins you'll need 
to explore your environment To avoid yelling 
hopelessly lost you'll have lo make a map — 
keep that pencil and squared paper handy at 
all times' Direction commands can usually be 
abbreviated lo N, S. NW, SE etc, with U and 
0 lor UP and DOWN and, lo aid you in your 
cartographical conquest, many adventure 
programs will detail which exits are available 
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it 



v«'iyoiu» ii'iimmhnrs Minn 
IliM adventure Mine was 
I uiHi>nnt/f /.-./aor/ whi< Ii I 
began playing dining tin; !'.|unn 
Agit on lbi> /XH| North her*, 
| Soulh IhtUH. got tlic., drop 
thai I couldn't makn Imad 
oi Inil ol it' II was sovnrul 
yoais bnloro I trior! anolboi, 
and thai was Dtnluy Ciof/vi: 
on Ibo ! »| i'-cc y, ,i hnllianl 
g into bul hardly begmnor's 
material. I took ages gelling 
Ihfl hang ol it, but it was 
worth Hie ettorl 
Without 




apologising lor 
stating Ihe obvious. EVERY 
adventurer started out as a 
beginner' I wish I'd have 
had a beginner's guide 
when I first set out on 
Ihe road to 
adventuredorn, so 
hopelully this article 



In each givven location if you just type EXITS' 
followed toy RETURN'. 

Most mcodem adventures have very logical 
maps, ie iff you go Norlh and then South 
straight avway, you'll end up back where you 
started. Tthis wasn't always the case — the 
map for Tfhe Hobbit was horrendous, with 
locations scattered about without rhyme or 
reason, miaking it very difficult fo draw. When 
faced withi a game like this, draw a rough map 
first, updaltmg the true' copy at regular 
intervals. 

There aire as many ways of mapping as 
there are adventurers, the only 'right' way 
being the tone that you're most comfortable 
with — bul whatever you do your maps should 
be clear, simple and informative. Give each 
location a name, eg The Bedroom. Forest 
Clearing, etc — anything you like as long as 
it s instantly recognisable. If you re told the 
exits are. for example. North, East and West 
draw a little line in these directions. That way 
you'll know at a glance where the unexplored 
locations are 

Don't assume these are the only exits 
though — you might be able to CLIMB a tree, 
or JUMP a fence. Maybe there's a trapdoor 
under the carpet, or a secret door. or... I'm 
sure you get the idea' This creates another 
headache for mappers, of course — where do 
you draw the location tor the top of the tree 
without interfering with the other locations? 
Alas, that's the problem with drawing a 3-D 
world on 2-D paper, and you'll have to play it 
by earl 

A-maze~hig escapes! 

Another mapping hazard is the inevitable 
maze, a series of locations with the same 
description, For example. 'You are surrounded 
by bushes Exits N. S E. W. Fine. I'll go 

North. You are 



surrounded by bushes Exits N. S. E. W.' OK. 
I'll try East. You are surrounded../ 
AARRGGHH! Because the text's the same, 
you can't tell if you've actually moved or not! 

Most mazes can be solved by dropping 
objects, which are of course added to the 
location description. For example, if you drop 
a sword, move North, and find it's still there, 
you know you haven't moved — make a note 
of this on your map and try another direction' 
If the location description's the same but the 
sword's NOT present you know you're in a 
new location Complex mazes aren't popular 
among adventurers — there's nothing clever 
about fhem. and they're not too interesting, to 
say the least. Thankfully most modern games 
only have short, logical mazes. 

Do wot? 

To get anywhere in an adventure you'll need to 
do more than make a map! When exploring a 
location, the golden rule is EXAMINE 
everything, object or otherwise — clues turn 
up in the unhkehest of places! Don't be put off 
by 'you see nothing special'-type responses 
either, this just means that a particular item 
might not be significant. SEARCH is often a 
synonym of EXAMINE, but this isn't always the 
case. 

Always read location descriptions carefully, 
and be prepared to interact with almost 
anything — chairs can be sat 'in' or stood 'on', 
a picture could cover a wall safe, furniture can 
be moved... the possibilities are endless! 

Finally, if you meet another person be 
friendly — TALK TO (whoever), or if you've got 
something specific lo say. SAY TO (whoever) 
"message". You might also try GIVEing them 
something — you never know, you might get 
something back in return 1 (As long as it s a big 
plate of chips! — Phil). 



When you're In 
0 rut... 

If you're really stuck, don't feel guilfy about 
asking for help — or even looking at a solution. 
Most adventurers need a little help every now 
and then, and apart from anything else it could 
be the game itself that's at fault! In days gone 
by, authors would make their games harder by 
demanding obscure inputs or illogical solutions, 
eg in CRL's Frankenstein the only way to get 
through a locked door was to sit in a chair and 
WAIT for someone to open it! Another game 
demanded the phrase CUT BOND BLADES — 
nothing else would work. (Be warned — severa 
older releases also contain bugs that stop you 
finishing the game at all.) Commands like this 
really ruin a game, and are thanktully very rare 
in modern adventures. When a player has the 
right idea the game's vocabulary should be able 
to cope with a variety of responses, increasing 
payability and keeping frustration to a minimum 
So where do we go from here? Onwards and 
upwards of course! If you're serious about your 
adventuring you'd do well to subscribe to an 
adventure fanzine, put together by adventurers 
tor adventurers! There are very few adventure 
games in the shops now, bul there's a thriving 
cottage industry served by part-time mail-order 
firms — some of the best adventures ever 
written were produced this way. Finally, keep 
reading Bash Yer Brains in good oT ZZAP! We'll 
continue to bring you the very best in home- 
grown adventures, with a fair few finding their 
way onto the covertape — stick with us. you 
know it makes sense! 





T 



I here's more to 
adventure-lore than 
meets this column, so 
to grind your axes still 
sharper we've put together 
some great deals especially 
for beginners. Get Dave 
Havard's mighty tome at 50p 
off, and we've also got an 
exclusive twin-pack from Atlas 
Adventure Software featuring 
Atalan by John 'Mand/s 
husband' Rodrigues and The 
Case Of The Mixed-up Shymer 
by former Probe editor Sandra 
Sharkey. Both games are ideal 
for beginners, so you could do 
much worse than check 'em out. 

□ Beginner's Guide to Adventures 
— £2.50 

□ Atalan/Shymer — £4.50 

Name M 

Address „ _ 



o 




Make cheques payable to Mandy 
Rodrigues. 



Grab those 
goodie* 

Basically there are two ways of 
solving item-based problems. First 
try looking at your inventory and 
see how it might help, or if that fails 
think about what objects might be 
needed and work out how to get 
them Remember, there's more to 
an object than meets the eye — if 
you're looking for string, what about 
that old shoe you abandoned three 
locations ago? II might have a lace, 
or maybe you could unwind that 
cassette tape! Paperclips could be 
straightened and used to pick locks, 
a stick could be sharpened to make 
a spear, etc. 

Objects can also be fitted 
together, eg you might some need 
bullets for the gun you've fust 
found, or tie a rope to a bucket to 
gel water from the well. Look out for 
potential clues, too — a spade 
suggests you could be in tor a spot 
of digging, and a torch might be 
useful in dark locations Always 
bear in mind what type of game 
you're playing as well — in a fairy 
tale" adventure you might plant a 
bean which suddenly grows, or find 
a genie by rubbing a lamp, bul 
problems like these would be out of 
place in a Sci-Fi game. 




■ Adventure And Strategy 
Club, 

1 7 Sheridan Rd, 
London ~ 
E12 6QT. 

(Covers all machines, 
including the C64.) 

I The Guild, 
760 Tyburn Rd. 
Erdington, 
Birmingham 
B36 8DG. 

(Great home-grown 
software publishers.) 

■ Red Herring, 

504 Ben Johnson House, 

Barbican, 

London 

EC2Y 8DL. 

(Bi-monthly all-format 
adventure fanzine.) 
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FREE CATALOGUE 

COMPLETE & RETURN THE COUPON 8ELOW 
FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE 



C' Commodore AMIGA}} 



FREE! FROM SILICA 




r- I .a m 





Wtvtn vcw buy your r** Amga compulef from 
Sacs Systems m *ili grv* you an addBml 
C3S9 73 worm ot wflwefe fREE OF 
CHAflGE. ixijarq so™ great efttert*rvr*nt 
and Drooucwiy pcqrara These 'rae gifts 
Aili rtci.ce you ID W world of c&rtputtng 
ard nelp >oo to got ott to a tyra start wtm 
fOuv new Amiga. Plus, wtfi everyAmga from 
SAc£ *e wil grw you 16nghCs F^EE nolday 
hotel acrrnrrdaton tor ycti and your tamlry 
10 enjoy 8 £?mk al horns or abroad 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

E*e*y Ar*gi 500 ana «0 ftoro Saca ooma 
Wplid ■ be* 72 pn txtaut awnuft *rtti 
■? Thaai< 



iwweJpsW 
tu* ur v. a ™ i* r»m p *rt» of MO teei 

«W OTTOMftn FREE 4i yOo MM Id BM tr 

tou< Twai* fpnc*» eeefetMe*Jflepl| 

WORTH 
NEARLY 



ARCADE ACTION PACK: 

10 Superb anlenatfvnent Mies 

ASTER IX £24.99 

CMESS PLAYER 2150E24.95 

DRIVIN FORCE C19.9S 

LIVE AND LET OlE C19.M 

ONSLAUGHT ._ C24.9S 

PIPE MANIA C19.99 
HICK DANGEROUS C24.99 
ROCK 'N' ROLL C19.99 

SKWEEK , £19.99 

TRIVIAL PURSUIT £19.95 

PRODUCTIVITY: 

PHOTON PAINT 2.0 £89.95 

GFA BASIC V3.5 £50.00 

A MMi QtfC ■ - ■ r ■:"-!:■ ■ 

TOTAL VALUE: C359.73 





AMIGA 500 
WITH BUILT-IN 
NUMERIC KEYPAD 



• 512K AMIGA 500 COMPUTER 

• BUILT-IN 1Mb DRIVE 

• A520 TV MODULATOR 

• MOUSE CONTROLLER 

PLUS! 

FREE FROM SILICA: 

• PHOTON PAINT 2.0 

• ARCADE ACTION GAMES PACK 

• GFA BASIC INTERPRETER V3.5 

• 16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION 




CARTOON CLASSICS 




• 1Mb AM1QA 500 PLUS 

• BUILT-IN 1Mb DRIVE 

• ASM TELEVISION MODULATOR 

• THE SIMPSONS BART v SPACE MUTANTS 

• CAPTAIN PLANET AND THE PLANETEERS 

• LEMMINGS 

• DELUXE PAINT IN 

PIUSJ - FREE FROM SILICA 

• PHOTON PAINT V2.0 , 

• ARCADE ACTION GAMES PACK 

• GFA BASIC INTERPRETER V3.5 . 



TOTAL PACK VALUE: 

LESS PACK SAVING: 
SILICA PRICE 



an m 

FREE 
FREE 
£24.99 

QUI 

tnm 

£219.78 
CS0.00 

£916.68 

E5S7.6A 
£359.00 



PLUSI 

16 NIGHTS FREE HOLIDAY 
HOTEL ACCOMMODATION 




AMIGA 600 




rpigeeteapxeeiy to wean inftantaiUdipontten 
ihq mlfttrvBfr it* e>tr4 RAM mi battery tudvd 

0Mb HD 20Mb HO 

• In* AMIGA 600 — £399 99 099 99 

• 20wh HARD DtSK — . -< WA £299.00 

• DELUXE PAINT IU _ C79 99 N/A 

* 'MYSTERY* GAME vtw*»Lt WA 

* 1 YEAR HOME SERVICE WARRANTY 
HDSf - FREE fROM SILICA 

* PHOTON PAINT V2.0 " ^ « £B9K £89.93 

• ARCADE ACTION GAMES PACK £229.78 £229J* 

* GFA BASIC INTERPRETER V3J CM.OO £50.00 

TOTAL PACK VALUE: CML71 £1069,72 

LESS PACK SAVING C450 71 £569.72 



StUCA PRICE .-.R99.00 V9tM 



NO HARD DISK 



20Mb HARD DIStO 



CDTV DRIVE 





r — i 




X 



CctvtcOot nave anrourcad their new COT V ffrvei far ew A^gt 500 et*l 100 
computers Sit* pY pog iha dmt onto yftji Am*gi and you hive thf cow to 

• USE THE SUCCESSFUL RANGE Of COTV SOFTWARE A \W W*f 

are fiaiAlfi tvj« «nt mm n rjWng roiund iff ttm mm YYiti me 
CD s abtay to oirevrf MOW erf data (over 610 Arrtga topr cWuf) t II *» 
ihe de* <t*m 1<y anccrwrw-t. rrunc, ooucaion ar>d rrxy*f 

• PLAY NORMAL AUCKO C0« Tb+ CD PUyvr (6 i OW ttmptng) oulpUl 
top i-xaJ ruWy Tht CDTV *tvt aim you to Mtoci iw»n My p^- 
ie) ptoy ftr«3 nwch rtxw, •! *•! oa-«crofn opton$> 

• PLAY AND SEE C0+G (Cornpdd Dm. » Gopr^c«> COt srvw gr«prJc« on 
tPWV Ion flic irack Bwt ( or ytcij ai W irac* pqryi 

Tfl uu m A670 c^AOMM. your A^^hM 1Mb otete RAM AfWi 
«nd A5O0 Bui rwtvii in «tm *uh 1Mb Cb^ RAM « fUMM « vou hm i 
wt'iriuft vmot q* *hn Amga W vu/ awnpuft i «A nquKt m rm nW ci fa^ 
wrntfr S*ka am pvtorm you Piatt* tan 
(MtfrgtitAEAlOOO 

AWKJft 500 m moo**) • R*t CCD 057D 
VrtgAd00Uv^l5epl) Hit: CCD £#T7 

PLEASE CAU FOR STOCK AVAHABUTY 




AU PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



1 SILICA SYSTEMS OFFER YOU I 

t FREE OVERNIGHT OEUVERY: On Ml Unlww frd*n shrppad In UK mainland 
« TECHNICAL SUPPORT HELPLINE: Team of lechrucal expena at your servic* 

• PRICE MATCH: Wfl normally maiefl compeMors on a *9ama prorjud - Sam© price - bast* 

• ESTABLISHED 12 YEARS: Proven tract record p prolosalonal computer sale& 

f) BUSINESS * EDUCATION * GOVERNMENT: Volumt dtsco^ra avaiiatSe 091^306 0068 
9 SHOWROOMS: Derronstraiton anc} tnunlng facUrties at our London & Sticup branchet 

• THE FULL STOCK RANGE: Alt of your requirements from one suppeef 

• FREE CATALOGUES: Win be mailed 10 yov wim offer* and aottwarevtw^^ dotaib 

• PAYMENT: By cash, cheque and all major credft carda 

flo'oro you daodo *hen to buy your new Amiga computer, wa suggesl you Think very caretuly about 
WHERE you buy tt Coradar what It wilt t» ika a law months after buying your Amiga, when you may 
fiqutfti atttttional pertpt<«rato or software, or help and advice wWi your new purcheae And. will (he 
cimpanv you buy from cotfed you wtm details of new products? W Sdtca Syatems we ensure that you 
ml have ntftang to worry about We have been eetablrshed tor over 12 yean ana, wflh our unrtvaiM 
6Kpenerc« and exptfvM wo can now claim to meet our customers' requtemenls wim an 
^der^landfng which a second to none Bui don't |ual tate oir word lor rt Complote and return the 
Oupon now tor cw laiosl FPEE Irtorature and begtfi to aicpehonce the *Slica Systems Serwe* 



MAIL ORDER: 1*4 The Mews, Natteyiey Bfl S*3cup Kant DAU 4DX Td 081-309 1111 

C™< ^f*n Mt^n %e\ 9 004m t CCp* hb Lew Nkoni OpvMTu Fe« toa 081 XB 0801 



LONDON SHOP: 



5? Tottenham Court Road, London W1P DBA W: 171-580 4000 

LONDON SHOP: Selfntfges ^ui r, M -. Ortorfl 5lr«et. London W1A I A3 hi: 0T1-C29 t?M 

O pewi^ Mourm Uc^ 93^*^ S Qt&rs Mem Thuf^eir unlf icm Cct*«e<n 9114 

SIDCUP SHOP: M Ihe Mm. Hat/ierley fill Stfcup. Kent. DAI4 JDX Til: 011-302 M11 

CX»nr>J Hour* Wcr ^ ' - ' lee> fuMy umti Tvai Faa N» 0I1408 O0IT 



To: Silica Systems. ZAP64-0992-80, 1-4 The Msws. Hatheriey Rd. Sidcup, Kent, 0A14 4DX 



PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 



| Mr/MriWraa/Me: Initiale: Surname: ™ 

I Addreea: ™ 








MAIL ORDER HOTLINE 



081-309 1111 



SILICA 
SYSTEMS 




H l H tHlllllllimiWIHIlHHtUHimtlltltllH ID- POSlCOde* MM*M)»»pMtlHt*^<rt*M*<|ltMI4lll>M»|«mMt 

fel |Hom#); uttititiniuwb iHiM m »i m > ** Tel (Wort). t-* * » ■ » h<wh 

Company Name (It appecabta): „ 

Which computerise rl any, do you own? » BOB^J 




Have yea subscribed to 
best mag In the known 
universe yet? If net, why net? 
ZXAP! 64'fl bigger, brighter 
and better than ever before. 
There are now two Megatapes, 
loaded with the nest playable 

f ro s i t of eoch Issue. The 
Inside of the mag b (act 
as goodt rfe 
brighter. 



wider (yeah, yeah — Ed) and 
to subscribe to than 
other C64 mags we 




r*»* 




an absolutely free Qulckshot 
joystick. Yas, for an amazingly 
low £29. SO, a copy of ZZAPI 
will drop onto yovr doormat 
for 1 2 months, and a 
wonderfully accurate QS 
joystick will wing Its way to In 
a l»Hy (bag). 

Not bad, huh? But if you 
think Offer A Is fantabulovs, 
wait till you get an eyeful of 
Offer B. Here you'll receive 
1 2 issues of ZZAPI, plus Hie 
QS Joystick AND a Trojan 
Phaxor light-gun with six great 
games (worth £35 in the 
shops). The light-gun game* 
aretOperatlea Wolf, 
Gunsllnger, Cosmic Storm, 
Ghost Town, Baby Blues and 
Goose Busters, and the price 
to you, guv? A very affordable 
£34.491 

So don't delay, fill In the 
coupon and post It today. Well, 
what are you waiting for?. 



I 



■ Yde^agree that ZZAP! is the guidinglight for 
F the whole universe, and this month's 
H| subscription offer's the best thing since they 
nP invented the disposable polka-dot halibut. So 
send me the next 1 2 issues of ZZAP! with my 
choice of f reebie, and I'll be eternally grateful 
(well... for the next ten seconds, at least). 





] I live in the United Kingdom (£29.50 & 
joystick) 6007 

□ I live in the United Kingdom (£34.49 & 
joystick AND Trojan Phazer gun & six games) 
6008 

□ I live in Europe or Eire (£36 with Megatapes 
but no freebies) 6009 

□ I live outside Europe (£50 with Megatapes 
but no freebies, airmail) 6010 



Method of payment: VISA 
POSTAL ORDER □ CHEQUE 

Credit card number: 

Expiry date:.. 

Signature: 

Name:....................... 

Address: 



□ 



.Postcode; 



Make cheques and postal orders payable to 
Europress Direct. Send this form with payment 
to: Europress Direct, ZZAP! SUBSCRIPTIONS, 
FREEPOST, Ellesmere Port, South Wirral L65 
3EB. No stamp needed! 

Phone orders: Tel: 051 357 1275. Fax: 051 357 
2813. Subscription enquiries: Tel: 051 35 2961. 
Please tick if you do not want to receive 
promotional material from other companies " 

This offer is not valid after 24 September 1992 
and 2.35 seconds. 
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VRRROOOMM! 



★ Metro man, Phil King, puts his 
foot down as he test-drives 
EVERY C64 driving game ever 
released! And that's a lot. Who'll take 
the chequered flag? Who'll spin off? 
Lap up all the hottest racing action 
next ish. _ — — 



* 



Shock! 
Horror! PD's 





gone missing 
during his 
Dutch 

vacation! He 
was last 
een In the 
back of a 
police car, still 
clutching his bag of sweets. 

However, one his 
Dutch 
contacts, 
Rem! Ebus, 
has consented 
to take over 
the PD File. 




★ Two 
megatastic 
Megatapes 
means double the 
games, double the 
action, double the 
fun. And it's not 
just a once-in-a- 
while treat — it's 
two tantalising 
tapes EVERY 
MONTH! 







o 





Oh no — I can't go on! I can't 
go through life worrying 
myself silly about getting the 
next issue of ZZAP! I'm far 
too tight-fisted to subscribe, 
though, so please save me a 
copy every month, Mr 
Newsagent, and my pet hedgehog 
will forever be in your debt! 





MY NAME 
MY ADDRESS ... 



MY POSTCODE 



MY OLD MAN'S 
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THE OUTRAGEOUS 



OCTOBER ISSUE HITS 



1 THE STREETS ON 
• SEPTEMBER 24TH! 




on 



V J Aiii 



BUDGET 
30 Pool — 

3D Snooker 

3D StocWm _ 
J Game Pack Nol 



375 



(SupprtA «tc — ? ;r 

Game Pack No 2(Gun fitter) Be 3 £5 

Mosi Acton ™ 

4 WW Adventure* 

4 Most Ml BooU & Brum ' ? 

4 W^it Cat* ~ Mj 

4 mm Font & Fright ~ — jZ5 

4 mom ftm.., .™_..2« 

4 Mott Horror ™ -*2» 

4 MM 5poft ? H 

A.T.F 

Action Fgnrer M ..„-,- - — """' " y j g 

Anerbumer „ *~K2 

Airborne Rang* . 
Altered r 



American 30 Pool 

Arcade Fru*i Mecn*nau 

Am* .NEW 

AuraeDooctf ADraggyOed* — 

Auto Test , M , _ 

Beat t ^ 

Batman Caped Crutader 

Batman The Movie , u ^u— 
Bq f^rao Amwan Arj*rirj/e 

8* amark ». i ^ h ... h h n u M 

Black Homel NEW. — _ 
Btim Scary School^ 

B toooVnoney ,-„,.,— ,„,,„■ 

Bobsleigh . 

Bed Sqoad NEW 

Bubble Bobble 

Butfcie Dizry 



CJInTheUSA _ 

Cabal 

Captain Flu.. t .,„™«„„_„ 

CM* Master NEW 

CavenweeV™™-™*™. 

Cnampionaha? WrasOng 

Chase HQ , t , 

Chevy Chaae , 

CnucKia Egg 1 or 2 - 

Cobra., 

CoJosaut Bridge 4 new * 

Coilow* Chea* 4 

Comb* Scliool I,, 

Craodo*n -.NEW 

Craiy Cart 

Cnckei Captain , 

Cywwbal NEW 

DJPutl NEW 

(Way Thompsons OecatnkJon 

Daiey Thompeoos Supensesi 

Detfl 5tnp Poker 

Devastating Bow ^ 

Ccjy Dowi The 

P-ipcfe NEW ™ „„ 

Oniy Panic .™™™,.™, — 
Doubie Dare 



375 

a 75 

...,375 



League FcolDall 
UcencetoKiU . . 
Lord* o* Chew . 
Magidand Diizy 

ManlW 

— » 

Mayday Squad Heroe* 

Mean Macntn* , ^ 

Mega Pack (SiamyEic). 
Menace ^~™™ 

U*iami Chaae 

MiarwVfcm^ 

Mtiraght Resistance 

•Am Office . .. 
Monty Python 

Moonvr»er 

Mutt. Play* Soccer 
Manager 

Murumu 4 (3 Gauntlet Game*) 

BUM MOusa Super Cop 

Myth ~ *h — ~' 

H&rCQ PofcO 

Navy Moves 

New Zealand Story 

N*gntbra*fl 

r*r^a Raw** 

N*nia Warrtors 

OparaVon Thundotboi! .. 

Optnlon Wo« r-r^r?^' 

Pack Ot Aco* (BouWafuaah tic) 

Padand — — 

Pacmana„~»H 
Paperooy ™~ 

: -Hi i . t" 

Platoon 

Popaya 2 ~ 

Poitman Pal 

PowenJrm 

Pro Tennia Tour 
p jfa G.imas 
Putt/* Saga~~™ 
Puirmc 






NEW 375 

=® 

■ l i m n i»* ™ m * 1 3 7 5 
„.^NEW 375 

™ 375 

375 

NEW 3 75 
„ 2J 




Tooton-«^ 
Tra^3UltMiMffer 

Trapdoor 1 & 2^ — ^ 
Tfaaaura itttnd Dim 
Trebte Champions 
Trio Hrt PacK{Ain*orl 2 ElC) ... 
Turto E*pr« CnaJt*Hi 

Tumo Outrun 

Turbo The TortoH* <NEW 3 7b 

Turf Form iRaca Horse Ptadster) 
TumCAn 1 or 2 

Tuskar — - 

mbmaleGoit 

VanOem — , — ^ 

VU 

Wacky Ratpi»— — — f " " % g 

Wondartoy " ^'^ ^3 75 

1.3-75 
■CM 
.. 3J8 

3 75 

2.99 

.^-2 99 
2M 

3 75 



4MoatFigmAFnoht 

Faflen Angel. US Aliens. Wh<^ Danjs Wins 
Fn<>ntnu« 4 



CaM 3 75 



4 M*t*i Wo«id Si/urtK 



375 

^575 
4« 



DarX Fusion 



Slar Pace 

Future Kn*gm 
Cami 3.75 



Hate Afiufa. 



Mulfimia 1 



WorW Cliche! «™ 

Warid Cup 

Wu« P*Ch — 

X-Out — 

XVBoto „ 

YiaA/ KuiigR* ™--— 

Yog* In Greed Monster ~* 

YogTa Gteal Escape * 

Z Out«™ — ™ — 

Zokte < — — 



Mulbmla S 

Monty On The flun, Jack Tha Ntetre. Auf 
^V,1,r^r. ( V:n f C*»* 4 50 



Bctt of Pita Vol. 2 
Paperboy, B*to^<Mito^to"*** 
Ca*a MS Dtac 3 75 




e Gotd 

■,m:.. ftty bn- * 
Caa* 5 .25 



Otzry CoHecbon 

Dory, Faatfood, Fanusy WorkJ, Oiny. Ttea^yto 
tiiand ttoy. Maflidand ttoy. Caaa 7« 



Bci>*ng 




NEW 3 75 

.375 
.375 



von z 

Nlnja ^ 

Dragon Span — 

Drpaona of Flame NEW 

E MMion , „ h 

Edd The Duch - 

Emryn Huohas Int 

Soccer NEW ^ 

Emptfa Strikes Back 

Enauro Rata* ui"i~i 

Escape Robol Monaiara ... - — 

E«fO BoH^ m. 

in Championa^. M 

Ft Tornado 

Fantasy World Dtrzy ...... .. 

Pfghte* PikX , 

Frfeman Sam . 

Fill 2 — ™_ 

n*mstonaa ^^-^^ , - - 

f oo4>aa Manager . i .mj, 
Foobal Uanaoar 2 * Eqj Kg Kit 
r oot5ol Manager Wond 

y jp BBHIl — -| — ^ . — ^ 

Footoafter ol The Year 2 «, 

Fnaatyyia,. 

G Sounaaa Soccer 
Manager NEW*. 




Turbo Oarby Day h *p2^* Handicap Gotf- World 
Cup. Te^Malc* 



O-l0Tankbu«aT»^ 

Ourtflro A4w*rrtufB 
Quiifiro Arcada M 
Ouattro Cartoon 
Oiiattm Cott\ Ops 
OuaRro Combats 

Quattra Fantasy Wacky Dam) Etc 

OuaRfQ Figbiora^ 

OuaflroF*apwer_^ 

OniiT:fo Powoi 

Ouartro Raoan 
Q an Bkjfi-. 



Ti*c Hrt»2 

InhUuttnv SuJtin 1 *! Ca-*p Stmh* Hciit*^*"' 
Cabt 'J H 



Mighty BombUKfcCeW— — — 
Jet w>n s Cass . * -* « » 
Poisworth & Co Cass 

PiTfighier Cast 

Dally Double Hotw Racing 

W»nltKcamp Casa — 

Cisco Haat Cass 

Monopoly Delu* tDisc Ontyj 

Turtles 2 {Disc Onry) 

Creatures 2 C«W *— 



D#ep Strauf ( ComtMl 

Caaa 375 



Flight Pack 

bal Lynx. Pile* 64, Rfal Smke, 



" 



Qjatiro Sports .. 
Quanro 5<<«rn<a 
Raincow liianeft 

RambQ 

Rambo 3 
RftjHaai 
nartanrM 3 
Rick (Sangorouft 

Rotocop 

Rut-iReddy 
RunriirtO Man . 

Scramble Spnta^ — .« 

Seymoor goes to Molywood 
Shadow Wamors 

ShinobS — 

Siient Service 

Silkworm ;„ , h i ■ > 

SkataWara 
& i.(V*:iil-«- 



J Most Cutt* 

langa'Mevif OnO^o Trov*;^ P^»- 
>tarpii^ Caas 375 



Ouamo Megaeiar* 

C + Js Etophant Armcs. Btfoot. UN ™ 
Htgn Stuntman. Caaa 375 



Sky 




•con CoUectton 



ml p 1 1 II Pi f I 



QameOrw2 , 

Gemini Wing ^ 

Gr»SS?DiJCraH „^ 

-'I'tan'bustarf 2 

GnouU a Qho«*™*«* 
Q^ldnn Are — 

Ounahip NEW 
Hard Drvm_ __.„_ T „_. 
-itroes of The Lance 
HlPaO. 1 fKDa*atah)EtC-^ 



.299 
2» 



3.75 

. 3.75 

2.» 

_ .2.M 
375 
.,-3.75 
.375 

« 75 

_ 375 

—-375 



Slightly Magic 
Sly Spy Secret Agere! 

^^Cer&Pool ™_ 

Socwr Doubto 

Soccer Double 2 ^— - 

Soccer Double 3 

Soccaw PinbAll 

Soccer Rwols...-, — 

Sooty a S*wp 

Space Hairier 2...„..„ w 

Sp>TtVa *0 ^- 

SponingTnangtea 

Spy Who Lov«iMe 

St Dragon... 



— ^H i 

3.75 

3.75 

375 

NEW 3.75 

3 75 

— 375 

:=:::M 

375 

375 

-.2 99 

3 75 

2 W 

3-75 

3.75 

-3.75 

-3.75 



Manna B-ibo.a Cartoont 

Yoqi's Great Esc**, Hong-Kong PiwoffyJ*!" a 
Rack*. BeverievH*Cits.C«*»7«t 



Whtele OfFlra 

TjiT*o OutfU" (**»nse HCl PCret 
CKwi" Ca«*B.99 



Uneker CoUectlon 

O L Sia?atataH. G L Hotshote. Q L Superset 
^occw. Italia 90. Caw TM 



Doutrts Pracjon^ 

Decathlon — — 

Rampage — — 

TomcatFtaRghter 

My Golf 

CaMomia Games . 
Summer Games. 

Pxk'n 1 Pile* ^ 

River Raid 2 ™™ 

GhosttkJStafi 2 
Acid Drop. 

Enduro 

Ghosttrustars. — -~» 
Rrver Raid-, — — 

Skato BoarrAn 

Kung Fu Supertuete, 

Basketball — ™ 

Dark Chamber* 

OR Th* Wall 

Double Dunk M 

Cboppar Comand - 

Kung Fu Mastar 

Super FoofjaJI 

Froslbyta — 

Tennis 

Pole Posrron..- 
Keystone Capon ~< 

HERO 

Tibe Match Wnwthng 

Mousetrap < 



f „„. ai 

6J 

6i 

=| 

t.H ^ »M 

5,! 

6J 

iu 

« 11, 

-11 
..11. 
11- 

„tv 

M 11 
..11 
|1 

.0 
B 

H 

*S 

.1 





^1 P» j J Vrfeons Danai to Efc 

^* F» 3 ittnja Ccmrmto £E | 

-*:ogo<biio. ; 

^^tages NEW 

Mum For Red October .... i 

HyperSpOrtS -r-r-, r 

' i loneataai Cnjadruids 
i. il X>T«m« ME\ MEW 

Mitifriaboftal 5 Aa*de 



_^75 
_375 



^'n^-^f^R^t;^^ 

ii all* M^— *«— 

Italy 1&90 . NEW. — — ^ 

'r>*S. i - ™— 



. Manager .. 

Jorti vty's Oueat 

, r Soccer t 

* * Bo*ing 

f Snai - mi-— *t*b 



^"1 



2 99 

a» 

375 

..375 

.375 

— *a 

-375 

3 75 

.3 75 

.375 

-w.375 





„2« 
.375 

.3 75 



Stag The Slug ~ 

Stave Davis Snooker 
Sneger 

Sir oar 

5&*e Foioa Harnar 
StnpPoKaf2 . 
SlnAar Crypls ot Trojan 
Stu^r Car Racer 

Summer O^ W WM n 

5^jmmercamp 

Super of the Road Rac<K 
Super Seyrnoor 
Supenru<.^~ 

ffiwi 

T-Pac.„.™~ 
TeiCniTortoM 
Tarzan Goes Ape 

Test Masiar « — 

The Mm Pa** ™« 

The ArSdlaa Pack — 

The Hrl PaO — 

The Match ™* , 

Tho Munchar .«wt—****' 

The National — « ~— 

The Power Pack *~™~™«™~—— 

The PeaJ GWie*o»*atl-- 

The Sports Mi^ (Beach BuOpyJEtc 

The T&ieai Pack |Fri I3thrw .— 
The Uniouchablea^^ — — 
Thoma* The Tank Engine 
Tm Tei on the Moon * ^ 

Titanic Biinkoy. 

Tomanaw*- 



ORDER FORM AND INFORMATION. 



"ZHEW375 
uJ- 3 75 






— niS 

_ —299 

3.75 



. ..NEW 2 99 

H - | ■ - ^ ^ 

..3.75 



I 

I 

I 
I 
I 
I 
I 
I 
I 
I 
I 



ITEM j 


PRICE 












POSTAGE 






TOTAL 





Name ... 
Address 



■ * * - * * * ■ ■ * 



••*•*** 



.3.75 



Postcaode 

POSTAGE RATES PLEASE ADD 50p P & P ON ORDERS UNDER 5.00 OVEI 
■ 5 S) P & P FREE CHEQUESPAYABLE TOAMMA SOFTWARE 



0 



WE'VE 
GONE 

PUPPET 

'pOTTVr 



VIS 



Ik 



sLm, 



2^ 



Si**: 
wow* 



BOTH THESE 
INSANE REMOTES 



CALL 0839-550012 



wa 



0839-550011 



0839-55001* 



1. - ^ 



BILLY BUn 
NOW OR ELSE!! 



_ 



I 1 I 



0839-5500lT] 



CAit 



0839 



550016 



CALLS COSf 86p/MM CHEAP HATE. 48p' MIN ALL OTHER TIMES iNC, VAT PLEASE ASK PERMISSION BEFORE YOU CALL 
AVERAGE LENGTH OF CALL 5Vi MlNS WHICH WILL COST E 1 .98 AT CHEAP RATE. 
MEGAFOfJE LTD 1992 MEGAFONE SANDYLANDS HOUSE, MORECAMBE LANCS.. LA3 IDG. 



0839 55001 7 



NICKY HUNT 
THE LYING 



wwm m PERSON 

-550019 yrnns 



0839-550018 



